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HOLLYWOOD 

A review of Atari games inspired 


by the movies 


COLOUR EXTENSION 

Banish boring Graphics 0 forever! 



MORE TRANSDISK SOLUTIONS 


You can type it in but can 
you fight your way out? 


ANOTHER MASSIVE MAILBAG! 


FOR THE ATARI ST 


YES, IT’S LEMMINGS 2! 


THE SPACE SHUTTLE 

Is there a good simulation? 
CREATING AN ORCHESTRAL SCORE ON THE ST 



PLUS... THE TIPSTER HOME ACCOUNTANT... AN 8-BIT DESKTOP... NEW SOFTWARE ... and much more! 


























REGULAR CASSETTE BARGAINS FROM PAGE 6 


You know that these cassettes can work out at only 95p each 
but now you have OVER 40 TO CHOOSE FROM - check the 
Accessory Shop pages in this issue and mix ‘n’ match from 
this page and the price can be as low as 95p each! 


TRANSMUTER 

A new kind of weapon. This scl-fi arcade game 
features excellent smooth scrolling. Incredible 
terrain, vector graphics sections and subterra¬ 
nean caverns. Fast reactions and a cool nerve are 
a necessity. Music by David Whittaker 


PROTECTOR 

Assigned to Fort Rucker, the US Army Helicopter 
Training School based in the Nevada desert, your aim 
is to become the best chopper pilot this side of the 

Iron curtain. A real Protector! Your mission consists 
of a strategic battle of wits between your sett and 
either another pitot or a computer controlled RPV 


REVENGE II 

The Mutated 90 foot high, laser spitting death 
camels have rebelled against their captors the 
Zxyaxtans and are out for revenge! All action, 
highly graphical shoot-em-up from Jeff Minter 





KIKSTART 

The ultimate off-road motorbike scramble simula¬ 
tor. Guide your rider carefully over the obstacles 

In this all action simulator for 1 player against the 
computer or 2 players against each other as well 
ss the clock 


ROGUE 

You are the ROGUE. Your mission is to search 
the Dungeons of Doom for the Amulet of Yendor 

In the dungeons you will find many things to aid 
the quest for the Amulet. You will also encounter 
fearsome monsters and fiendish traps that will 
challenge all your skills 


DESPATCH RIDER 

Join the growing band of street demons - those 
tearless borders who terrify the population of the big 
cities to gel the parcels through Plan your moves to 
make some money, but don't take too long - time Is 
always short Gain an instant macho rating and be a 
despatch rider with this all action simulation 
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180 

What can we say? A great darts challenge Eight 
opponents, digitised speech, two player option 
live joystick control, full matchplay scoring, a 
sense of humour, superb playability, this one has 

It all! 


UNIVERSAL HERO 

Only seven seconds left to save the planet' Universal 

finding bits to repair a shuttle to get to a planet to 


INVASION 

Mobilize your units and prepare for battle This all 
action space conflict requires skill, strategy and 
tactics. You must destroy the weather control 
station In order to win the battle but every move 
you make the enemy will counter, and they're 
waiting for you to make just one fatal slip up 





SIDEWINDER II 

It Is 27 years since the final battle of the war with 
the aliens 27 years of peace have reigned in the 
Western Spiral Arm of the Galaxy All this Is 
about to change. Step aboard your craft and pre- 

nnrn (a Hefnrxrl mimbinH in (Kle m 11 ertinn snare 


HENRY’S HOUSE 

Little Henry has shrunk He must navtgete Ms way through | 


LOS ANGELES SWAT 

Special Assignment Rescue the hostages from 
the terrorist gangs holding out In West L A Clean 
up the streets Blow away the bad guys and be a 
hero on network T.V.! Fail and you won't be 
comina buck to wntch It All Action iovatlck bend* 


pnro io ticTonu manpuna in inn an acnon space 
blast 


Ing combat for those with the skill to survive! 




GHOSTBUSTERS 

Has anybody seen a ghost? Matter of fact yes 
they have! At this very moment hundreds of 
ghosts are making their way to the Infamous 
spook central. Only you can save the world from 
a disaster of biblical proportions So go and show 
'em how you do It! 


BOMB FUSION 

A terrorist gang has planted bombs throughout 
the Sellerscale Nuclear Processing Plant and you. 
as ex super hero (ex after the Sorts Affair ) have 
to go in and save the plant and possibly the 


SPEED ZONE 

Enter the Speedzone In a frantic defence against 
marauding alien forces. A survey ship sent Into 
the area comes under attack As an enemy vessel 
draws closer your 'STARFIRE' class attack craft 

Is launched 
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NINJA 

Blasts the belt off all other martial arts games! 
That's all It says on the Inlay! Someone sure 
reckons this is the best punching, kicking, duck- 
Ing and diving game around 


MILK RACE 

Cycling 1,000 miles Is no mean feat - and you 
could end up feeling pretty exhausted by the time 
you've finished playing this superb race simula¬ 
tion designed especially In conjunction with the 
Milk Race 


FEUD 

To win at Feud you must * out-spell' your rival 
Wizard Leanorlc. In Kleke s herb garden you will 
find the Ingredients for your spells but tread care¬ 
fully as strange things can happen In this game 
of magic and mystery 
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ROCKFORD 

The only true arcade version of the classic game 
Boulderdash. There are four levels on each of five 
different worlds with four screens on each level 

It all adds up to eighty totally different playing 
screens. 

INCLUDES FREE GAME - CRYSTAL RAIDER 


GUN LAW 

Four months of bloody alien attacks have taken their 

attacks have been made on your weapon stores, they 
destroyed what you could not carry away. You are left 
to fight alone against ruthless and bloodthirsty killers 
with just a single machine gun 


PANTHER 

Save the last humans on Xenon before the alien 
hordes turn them Into Sunday roast! Take your 
ground attack ship through this 30 scrolling 
mega shoot-em-up with great graphics and unbe¬ 
lievable soundtrack 


Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are inclusive of postage 


CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS 


USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928 
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Dreaming of my Atari! 

SUBSCRIPTIONS 
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UK £15.00 

Europe (Air Mail) £17.00 
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NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each Issue of NEW ATARI USER is 
available either separately or on subcrip- 
tlon. Single price £2.95 per disk, Subscrip¬ 
tion rates (6 issues) 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages its readers to 
submil. articles, programs and reviews for publi¬ 
cation Programs must be submitted on disk or 
cassotto. artidos should whorevor possible be 
submitted as text files on disk We seek to en- 
courago your participation and do not have stnct 
rulos for submissions If something interests you. 
write a program or article and submit it' 

All original articles, programs and other material 
In NEW ATARI USER Is copyright of the author 
as credited All uncredited material is copyright 
PAGE 6 Unless containing the by-fcne AM Rights 
Reserved any material in NEW ATARI USER 
may bo reproduced by User Groups and other 
non-profit making organisations provided that the 
author s name is included and PAGE 6 is credited 
as tho original publisher Permission to pubfcsh 
elsewhere should be obtained from PAGE 6 or 
tho author Editors of newsletters reproducing 
material are requested to send a copy of the 
relevant issue to the Editorial address of PAGE 
6 Whilst we take whatever steps we can to 
ensure the accuracy of articles and programs and 
tho contents of advertisements PAGE 6 cannot 
be held liable for any errors or claims made by 
advertisers. 

ATARI (TM) Is a registered trademark of ATARI 
CORP. All references should be so noted 
NEW ATARI USER is an independent publication 
and has no connection with Atari or with any other 
company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 30th September 
Editorial copy date is 23rd August 
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THE CREDITS 

All ol I ho u.suul sluf! Is on page 3 but hero aro 
Ihr people who made Ihls Issue possible 

Le» Ellingham apologises lhal ihls Issue Is a 
llllle late bin there were many olher things to 
do this time that ate Into the production time 
available. Keep taking the tablets, though, 
and It all gels there In the end 

Sandy remains as cheerful and helpful as 
ever running around picking up software and 
throwing scraps to the wolves 

Paulette still manages to keep smiling 
through thick and tliln If I could be serious 
In this column then I would thank her for all 
the support she has given us but I can't do 
lhal can I? 

And u big gracl to Graz la who came In and 
helped us send out the last magazine Mind 
you she thought that she was having a nice 
day out. little did she realise what Paulette 
means when she tells people they can sit 
around In the office for a couple of hours! 

The Regular Contributors, who provide the 
backlxmc of the magazine and can generally 
be relied ii|x>n to come up with good articles 
and reviews, are .... 

John S Davison Stuart Murray 

John Sweeney Paul Rlxon 

Damon Howarth Ian Finlayson 

Allan J. Palmer The Tipster 

All other contributors for this issue arc null* 
vlddaily credited alongside their artk les or prog¬ 
rams Thanks to everybody for sharing their en¬ 
thusiasm wtlh other Atari users. 

Well. Just two more this time in provkle thr tnsptr 
at Ion ami keep the old grey mutter u/ti-e. Nee*/ 
less to say. theJlrst was Van Morrison but Too 
Long In Exile Is not one oj his better efforts There 
are a Jew great songs there but too few to pul this 
anywhere near the top of the pile He keeps . 
saying ll s Just a Job ami sometimes you begin to 
Believe It. The other was Runrlg who. despite the 
rather pedestrian chart single, have turned out 
another tracker In Amazing Things. Seeing them 
on Top of the Pops really does prone that amazing 
things can hapjten. I can ivell remember when 
only you and me knew about Runrlg and you 
only knew because / mentioned them heret Would 
dearly have loved Nell Young’s Unplugged but 
had to make do with another spin of Harvest 
Moon, still as good as If ever mas. Or was that 
Talking Heads? 

The next issue of NEW ATARI USER could 
resture YOUR article or program, 
so SEND IT IN NOW! 


PAGE 6 shows jutt who! ran do hit* yaur Atari. NEW 
ATARI USER hat always been created entirely »i Ih Alan 
equipment. Initially on the XI. but man lately wuh a Mega 
ST and other stuff, who needs PC's or Maes ' H oh the 
exception of the final output on a linotron and the use of an 
tn-hou.se repro camera for the photos and listings everything 
is done on the ST Hardware includes a Mega ST2 l upgraded 
to 4Mb). SMI25 Monitor. Supra WMb Hard IHsk. an Man 
laser Printer, ( linen 1241> printer. Philips CM88JJ monitor. 
tiOXE. XESSI desk drive. 810 desk drive, 850 interface. SEC 
802.1 printer Pnnctpal software used is Protest and fleet 
Street Publisher 3.0. Other software includes kenmt. Tan- 
Talk, Turbo Basic and carious custom unarm programs on 
the XLJXE. Articles and programs submined oa XL/XE disks 
are subjected to various custom written programs before 
being transferred across to the ST via TARITAI.H. All map* 
editing it done with Pretext and pages are laid out with Fleet 
Street Publisher A disk wah the finished pages at Postscript 
files it sent to a typesetting bureau to be output on a Ltnotron 
and, hey presto, fintshed pages are sent back exactly as you 
see them. It really does work' AB that is left is to drop in the 
listings and photos 

Well, it’s not quite as easy as that but you get the idea' 


ON YOUR SHOULDERS 


There are still all sorts of folks all over the world doing their best to support the Atari but the 
lowest part of the pyramid, the part on which everything depends, is you. Without your 
involvement everything will collapse 

Over m North America (actually Canada) one of the one-man companies that have supported 
Atan users for many years is Bellcom who have given the Atari users’ community solid support 
in the field of public domain and shareware programs. In their last mailing, however, they 
stated that, unless Atari users really showed their support by May of this year they would 
abandon the Atari market and go over to the Mac. I don’t know what happened but if their 
response was anything like the response we had from our last issue, I can assure you that 
they are now gone from the Atari scene. 

I have said often enough in this column that everything we do. everything we sell, supports 
the production of the magazine and without your support we cannot continue. It's the pyramid 
again with the magazine at the top. the software and public domain in the middle and you at 
the bottom. If you go away things start to fall. I can understand that there is little new software 
around and you might have everything that there is on offer but there is no way that you have 
every new PD disk that we put together, so why have the PD sales declined so dramatically? 

It s time for you to do something to show your support 

MAKE A COMMITMENT 

to buy at least two PD disks each issue 

That's £5 spent every two months, surely your Atari is worth that? 

There are a fair few of you who buy much more than that every time and our thanks go out to 
you. but there are an awful lot more that don’t bother. Yes. I know that money is tight, but if 
you don’t invest just a little in your hobby there will be eventually be nothing left for you to 
invest in. 

Okay, so you don't have a disk drive. 


MAKE A COMMITMENT 

to buy at least two items of software each issue 


Maybe £5 to £10 every two months, surely your Atari is worth that? 

If every disk subsenber bought two PD disks every issue and every cassette owner bought 
two items of software then not only would the future of New Atari User be secured for years to 
come, we could actually start to expand the magazine once again. You could end up with 
more to read, more to do and more enjoyment from your machine than ever before. 


Think about it now. Buy those two disks, buy those two items of software, buy a little more if 
you can. it's the future of your hobby you are investing in. We don’t want to have to say what 
Bellcom found it necessary to say It’s Atan all the way for us. it’s just up to you to show the 
commitment 
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BEST BE QUICK! 


A lthough it could be the latest simulation of Nigel Man 
sell s Indycar racing. QUICK Is in fact a programming 
language for your Atari 8-bit. It s produced by Power 
Per Post of Germany and distributed In the UK by Dean 
Garraghty. who has also translated the user documentation. 
Of course. Turbo Basic has already established Itself as THE 
replacement for Atari's built-in offering, so where docs Quick 
fit In? 

I he authors ol Quick aimed to provide a language that could 
boast the benefits of assembler - speed and power - without 
the normally associated overheads of programming time and 
effort. Quick Is a structured language which means that, 
unlike Basic, it doesn't rely on line numbers and therefore 
helps to avoid the bad programming techniques that these 
inevitably encourage! It Incorporates many functions that are 
usually unobtainable without resorting to machine code - 
playing digitised sounds, dealing with player missile graphics 
and accepting input from an ST mouse for example. The Quick 
compiler transforms your typed-ln source code listings into 
machine code \obj* files which can then be run using the L 
U>ad opllon from DOS. The resulting code Is. according to the 
authors benchmarks, considerably quicker than Atari Basic. 
Turbo Basic and Kyan Pascal. Only Action beat Quick (by a 
mere 2 seconds) In a race to compute nearly two thousand 
prime numbers, and Atari Basic trundled home almost six 
minutes behind! 


COMPREHENSIVE PACKAGE 

The package comprises a single sided disk containing the 
Quick compiler, program editor, system libraries (source code 
files containing pre-deflned sub-routines) anti several demon¬ 
stration samples. The various components are accessed by a 
shell (or options menu) which loads on power-up and swaps 
the editor or compiler Into use as required. The system will run 
on all XL/XE machines (except the somewhat rare I200XL) 
and DOS 2.5 Is recommended. Users with more than 64K gain 
a useful speed advantage by the automatic creation of a ram- 
dlsk which Is subsequently used during the compilation pro¬ 
cess. 

All Quick source code listings have a common structure. The 
first optional sections contain a list of included libraries and 
variable definitions. All global variables - those which are 
visible throughout the program - must be declared before the 
main program begins, so that the compiler can maintain a 
table of the variables used. Bytes, words and array variable 
types are supported (but not floating point). The main program 
begins with the key word MAIN, ends with ENDMAIN and may 
call any number of subroutines which are surrounded by 
PROC (name) and ENDPROC. Variables may be passed to 
subroutines, and local variables (which are visible only inside 
the routine, though they always retain their values) may be 
used as well. Quick incorporates around sixty program state¬ 
ments. some of which are similar to Basic, some from assemb¬ 
ler or C and others completely unique to Quick. Initial Im- 


Paul Rixon checks out a 
new language being used 
to write many of the new 
programs from Germany 

press ions are that the language Is fairly technical In nature 
and probably Ideal for assembler users who want to speed up 
their development cycle. However, after some practice and 
examination of the demo programs supplied It begins to seem 
less complicated! 

Quick provides a screen-based text editor, unlike the line- 
based editor built Into Atari Basic. You can use the cursor 
keys to scroll through the text, press Return to Insert a new 
line. Insert tabs (for Indenting program structures) and Insert 
new sections of code at any position. Control-key functions 
allow you to delete lines, define and copy blocks of text, search 
for specific text sequences and perform many other useful 
tasks. The editor Is equipped with all the facilities you are 
likely to need in constructing Quick source code - my only 
criticism is that the cursor Is fixed In a central screen position, 
so that pressing the up and down cursor keys moves the 
screen rather than the cursor. This seems rather unnatural at 
first, though It shouldn't take long to gel used to. 


COMPILED CODE 

rile Quick compiler translates your source code (albeit quite 
slowly without the benefit of a ramdlsk) Into machine code In 
three stages - first the variable assignments, then the straight¬ 
forward key words, and finally runtime subroutines which 
include the more complex facilities for mouse handling and 
digitised music. You simply enter the name of the source file 
and the compiler reads each line from disk (or ramdlsk) In 
order to create the final obj file. 

Though It s not Intended for the novice user, those who are 
Interested In programming languages really ought to take a 
look at this one. A large proportion of new commercial games 
(especially those from Germany) are now being written In 
Quick and with a small amount of perseverance, yours could 
be the next! A final thought ... Quick magazine - a disk mag 
produced by PPP to explain the ever expanding features of (he 
language - has published an enhancement for Quick that 
enables your Atari to perform multi-tasking (running two prog¬ 
rams simultaneously). Is there no limit to the power of the 
8-blts? 

QUICK is published by Power Per Post of Germany and 
distributed in the UK by Dean Garraghty. 92 Thomson 
Avenue. Balby. Doncaster. DN4 ONU. The price is £15 
plus £1 to cover postage and packaging. 
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Mailbag 


Well, the letters keep coming in! 
Thank you to all who included 
words of encouragement and 
appreciation (including Oliver Har¬ 
rison, Dave Deeming. Freddy Van 
Heijning. Diane Heyes, H S Wood. 
Bill Jackson, David L Wadman. 
Arthur Morris. Avram Dumitrescu. 
Derek Fern, Bill Diggins and De¬ 
nnis Fogerty). Without more ado. 
on with this issue's letters. 

Allan J Palmer. Mailbag Editor 


Allan J Palmer 
sits in the hot seat 
at the sorting office 
awaiting your 
letters on all things 
Atari - get writing! 


Write to MAILBAG at 
Page 6 Publishing, 
P.O. Box 54, Stafford, 
ST16 1DR 


PRINTERS, INTERFACES 
AND WORD PROCESSORS 

A regular Mailbag correspondent Is II S 
Wood of Bradford. Wesl Yorkshire. He has 
used Phil Cardwell’s ‘Page Six Writer" 
since II was published in Issue 50 and has 
'..found It to he an excellent uxtrd proces¬ 
sor. There was just one Initial snag be¬ 
cause I use a Joystick port printer Interface. 
The solution ivas to boot the computer 
using my Eprom Monitor. A secondary 
problem was that If I pressed RESET I lost 
my printer routines. The cure to this u>as 
obvious ! 

Recently, while writing a longer than 
usual report Iwith 'Page Six Writer'/. I 
found that the page headings gradually 
ivandered down the pages giving a most 
raggetl effect, and I decided that something 
had to be done. The fault Is caused by the 
clash between the program page-eject’ and 
the printer 'page-eject' routines. It might be 
overcome by the use of the Walt’ command 
but then I ivould lose the effect of my prin¬ 
ter buffer. 

I cured the problem by replacing the three 
carriage return calls at hex 355C with 5 
bytes to send the code SOC to the printer. 
The remaining 4 bytes were filled with NOP 
codes SEA. This change can be done by 
modifying the bytes directly In the disk 
sector without changing the program In any 
other u>ay. However. I decided that while I 
was at It I might as well cure the RESET 
problem. This Is a more Involved change 
because It means adding 20 hex bytes Into 
the Initialisation first/ sector and this In 
turn means changing the program. The 
extra bytes Save the HATAB address from 
location 803IB/8031C and restore It when 
RESET Is pressed. I detail the method for 
curing the page heading bug below. If there 
Is any Interest. I will send details of the 
RESET amendment.' 

Page Heading Change for "Page Six Writer' 
by H S Wood 

(1) Formal a blank disk using DOS 2.5 and 
add the DOS and DUP files. It Is essential 
to use a newly formatted disk because If 
a mistake Is made, you could corrupt 
other flies on the disk, and the sectors 
will not be in the right place. 

(2) Copy the 'Page Six Writer’ machine 
code onto the disk under the filename 
WRITE.CMD 

13) Using a sector editor load in sector 
S00H0 - this Is the sector to be changed. 
(4) Check bytes 7 to 15IS07-S0F) which 
should be: 


20 DC 35 20 DC 35 20 DC 35 

If the bytes do not have these values then 

you are In the wrong sector. 

15) Replace the bytes with: 

A9 0C 20 E6 35 EA EA EA EA 
(6) Resave the sector and reboot the com¬ 
puter using this new disk. Finally, from 
DOS load WRITE.CMD and if all Is well 
the program will work normally. It Is re¬ 
commended that you keep this program 
separately until you are satisfied with It. 

A fax from "Mr Micro Discount" himself. 
Derek Fern, has some answers to ques¬ 
tions in Issue 62’s column: 

'For S W Berry, the only method I am 
auHire of to hook up a serial printer with an 
Atari 8-blt machine Is via the 850 Interface. 
The serial i>ort on the 850 gives all the 
handshaking lines required. But beware - 
using this set-up can limit the software you 
use. Some of the more recent DTP packages 
will only run correctly with a Centronics 
parallel printer. 

In reply to Steve Shearing, for some time 
Micro Discount combined with Dai>e 
Richardson of Ramblt. have produced and 
marketed a modified High Speed tape ver¬ 
sion of the original AtarlWrtter. It Is not 
possible to use a spi'll checker or proof 
reader with ta/x- based systems because 
you do not have the random access facility 
used with a disk drive, you can only read 
data as It passes the heads. The methixl to 
adopt when you have upgraded from tape 
to a disk system Is to load your ta/x’files 
with the Turbo AtarlWrlter. then sane these 
out on to a blank tape In standard C: slow 
Sfx-e<I. Now load your disk version of Alar- 
iWrtter Plus and load from tape. When 
loaded you can resave your file to disk or 
spell check It.' 

HOME FILING MANAGER 

Dave Deeming from Gillingham has some 
comments on Atari’s 'Home Filing Mana¬ 
ger" utility: 

7 wish to extol the virtues of the superb 
HEM program -1 find It so useful for all 
types of data handling, and I feel that Its 
main benefit lies In Its ability to search for 
a phrase across an entire data disk, and 
not just within certain fields, as on a con¬ 
ventional database such as MlnlOfflce II. 

To illustrate, supposing you were to keep 
a diary and uxmted to find how many days 
you had noted that the sun had shone, or 
that rain occurred (according to whether 
you are an optimist or a depressive!/ - a 
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diary kept on the HFM would be easily 
accessible for this data, but how would you 
organise such information In a diary on a 
conventional database, via fields? A word 
processor (like AtarlWrlter Plus) could 
obviously be used to keep a diary, but the 
means of searching the entire disk for a 
phrase would be very tedious, as It would 
have to be done file by file. 

Now for a couple of questions. Is there any 
way that HFM can be converted to ivork In 
true double density. Including the ability to 
convert all existing single density data 
disks to double density? 

Is there a utility available which will enable 
cards to be transferred easily from a data 
disk of one title to one of a different title 
which already has a number of cards writ¬ 
ten to It?" 

Well. I suspect that it would be possible 
but long-winded to write some form of 
patch that would enable HFM to work In 
true double density. As Indicated by my 
article describing the format of the HFM 
data records In Issue 61. you would need 
to cater for a larger table to record the 
start sector number for each data card. 
Anyone care to take on this as a chal¬ 
lenge? As for your second question. I am 
unaware of a utility to merge HFM files • 
does anyone know of one? However. I am 
confident that It would be a relatively 
straight-forward task to write such a util¬ 
ity program. The Information needed Is 
again In my article In Issue 61 and good 
old Atari BASIC (or TurboBASIC) would be 
quite adequate to do the Job. 

NEW GAMES FOR THE 
ATARI CLASSIC 

Coming back to Derek Fern's fax I find 
some Information concerning some new 
games that may be coming our way. Derek 
continues: 

‘Over the last few months I have received 
lots of new software samples from contacts 
In Holland. Germany and Poland - serious 
stuff as well as some brilliant games. So 
far I have not been disappointed with any I 
have seenf Hut to get these games over in a 
form acceptable to U.K. Atari users is very 
difficult. The producers require a minimum 
commitment to produce English text ver¬ 
sions and if it is a serious program, con¬ 
verting text from a Polish multi-page manu¬ 
al Is a big Investment In time and money. 

So It's up to you. the user if you want to 
see all this new software - do something 
about It - support the people who are work¬ 
ing hard on your behalf to keep costs as 
low as possible and provide you with soft¬ 
ware from all over the world. 

My own experience with "Last Guardian " 
and " Tagalon " brought home just how much 
these games cost to produce. I invested 
over £500 to obtain the rights to produce 


these excellent games only to find they are 
passed around by so called Atari User's. 
Some of the new releases from Poland such 
as KULT. CAPTAIN GATHERE and BATTLE¬ 
SHIPS have already hit the pirate circuit, 
even before I have had a chance to prepare 
the English version. It may not surprise you 
that these titles will now be dropped from 
my future list so the pirates have once 
again succeeded In depriving the genuine 
Atari User access to this new software. 

The most successful Importixl software this 
year without doubt has been m Operation 
Blood“ and the MEGA-Magazlne disks. This 
software contains protection that stops It 
being copied on Lazers or Happy-equipped 
drives. All future releases, such as "Opera¬ 
tion Blood’for the Light Gun/f). "Chaos 
Music Composer", stereo sound versions of 
' Draconus * and "Zybex". and "Brundles ’ 
will Include this type of protection. But this 
means that disks cannot be mass produced 
as each disk Is Individually protectetl and 
this will have some Influence on the final 
retail price. 

It aluKtys makes me wonder, when I see 
advertisements In Atari User or Micro Mart 
for complete set-ups for sale which Include 
300 plus disk games, how long have these 
users have been collecting, and how much 
have they contributed to the downfall of the 
Atari 8-blt machine. Have you got software 
In your collection with title screens that 
Include names like ROB C. IAN K. JON C. 
or THE BURTON BANDIT ? - If you have. It 
Is Illegal pirated software! I appreciate that 
as a producer and distributor of software 
my views may be regarded as biased, but 
that view Is Ixtsed on 10 years' experience 
of the Atari 8-blt scene." 

MUSICAL TASTES 
& SOFTWARE GEMS 

Kay Pawson from Muswell Hill. London 
N10 writes with regard to our Editor's 
choice of music: 

"...Ifeel on this occasion I must write to say 
I support his views on Nancl Griffith‘s neu> 
album Other Voices. Other Rooms'. It really 
is an excellent album. I saw Nancl Griffith 
In concert at the Royal Albert Hall during 
her current tour and It was well worth the 
money. ’ Moving on to the Atari Classic. Ray 
continues. "In The Classic PD Zone' Stuart 
Murray asks why there was never any 
Atari 8-bit cookbook. You can tell Stuart 
that there ivas. It was called The Celebrity 
Cookbook" and was published In 1987 by 
Merrill Ward: It was also Issued In ST and 
Amiga formats. I don't think It was ever 
Imported Into the UK. It had a very unusual 
protection scheme which required the user, 
on booting up. to enter a three digit security 
code which would be different each time 
the program was loaded. 

On to a question - Is Alan Reeve of Reeve- 


Soft who gave us DlamondGOS still In busi¬ 
ness? I'm Just uxtnderlng If any further 
applications or even any desk accessories 
have been dei>elo[>ed for use with Dl¬ 
amondGOS?" 

Issue 6 of Dean Garraghty's Atari News- 
Disk Included an article by Alan Reeve 
that appeared on a U.S. BBS. which con¬ 
cluded "... Anyway, we’re sold out of Di¬ 
amond carts and getting more would be 
rough. We've been in contact with some 
people about taking over the project with 
no success. We still offer support as best 
as we can. but aside from that we re no 
longer Involved In any significant 8-bit de¬ 
velopment. That's the current state of 
things." 

But is there a group of Diamond users 
out there somewhere who have produced 
accessories? 

Ray turns to Steve Shearing's Issue 62 
question about a "word finder", "...the only 
program I have been able to find Is an 
anagram solver called 'Anagrammatic' writ¬ 
ten by Humphrey Walwyn and apfM’ured In 
Sixty Programs for the Atari 400/600X1. / 
800’ published In 1984 by Pan Hooks/ 
Personal Computer News (ISBN 0 330 
28481 9) at £5.95. It’s not quite what Steve 
Is after, but It's all I could find. 

Finally, does anybody know where I can 
obtain a copy of SynTrend which was pub¬ 
lisherI by Synapse?" 


SEEING THE LIGHT 

Oliver Harrison from Rotherham. South 
Yorkshire reports that: 

7 have recently acquired a Light Gun at a 
car boot sale for £4. I also have 'Crossbow ' 
(ace!). ‘Crime Buster'. Bug Hunt' (ugh!) and 
'Barnyard Blaster'. Is there any P.D. soft¬ 
ware which supports the light gun and are 
there any books which give Information 
about programming the Light Gun? Also. I 
would recommend that all Light Gun own¬ 
ers take a look at Ke-Soft's catalogue as 
they market a Light Gun game called 'Gels- 
terschloss’." 

Referring back to Issue 60. my reply to 
Christian Dclilis gave some Information 
about light pen programming which Is 
essentially the same device as a light gun - 
see (Old) Atari User Feb. 1988 for an arti¬ 
cle by Andre Wiley on programming for a 
Light Gun; and if you can find a copy of 
"The Creative Atari", this will also help. 


NEWS FROM BELGIUM 

Freddy van den Hcljnlng writes again 
from Belgium: 

Thank you very much for publishing my 
letter. I originally wrote some time ago. so I 
already knew more about " Manager-3003 " 
(as described In Issue 61). I did not know 
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that there was a utility for the 1029 printer. 
But did you know that the program also 
contains a game called "Elevator Re¬ 
pairman"? 

There was no reply to my question about a 
user group In Belgium or the Netherlands. I 
was disappointed to find that the 8-bit 
Atari was dying over here, but I will hang 
on! There is some good news, someone 
from England wrote to me so I have a new 
pen pal to su>ap hints and tips with." 

You say you've had no reply about a Bel¬ 
gium or Dutch user group? Well, read on 
Freddy and get In touch with our next 
correspondent ... 


NOTES FROM THE 
NETHERLANDS 

A lengthy letter from Bill Walraven of P. 
Lnmmckensstraat 6. 4827. Cm Breda. The 
Netherlands contains a number of ques¬ 
tions and comments - unfortunately with 
the full Mailbag this Issue. I won’t have the 
chance to cover all of them, so expect more 
of Bill’s comments next Issue. In the 
meantime. Bill starts off by asking: 

"Can you publish the address of the Atari 
club In Spain?" 

The only Spanish address I could find In 
Page 6 s Contact file was Stephen Wilds. 
c/Payesas 30. 07460 Pollena. Mallorca. 
Spain who has contributed to the maga¬ 
zine In the past, perhaps you should drop 
him a line? (I have a feeling that Stephen 
may now have returned to the UK. or was It 
the other way round? Ed.I 
Bill also suggests Including the German 
club ABBUC In our Resource File. OK Bill. 

1 would - but you didn't Include the full 
details In your letter! BUI also says that 
you can write to his address about "...my 
club. BRAC.for 8-bltters. We have a hard¬ 
ware section that Installed my ramdlsk. 
Q-Meg*prlnter output, etc. I would be de¬ 
lighted if any Page 6'er If In the region 
would drop In." 

BUI gives these tips for users of the 1020 
Plotter: 

"A common malfunction on the 1020 plotter 
Is that a small plastic gear on the metal 
transport axle splits -1 think due to differ¬ 
ences In thermal expansion. Prise the gear 
off. slightly enlarge the central hole until 
the crack remains closed when mounted. 
Then using Instant glue Icyano compound/, 
put a drop In the crack and on the axis and 
put the gear on the axle. 

You can refill 1020 pens by putting them 
tip up * In hot water (just off the boll) until 
no more bubbles escape, then quickly dtp it 
'tip down' In Ink Iuse only water based ink 
without particulate matter/ e.g. Higgins 
Drawing Ink 450444. Also a LDR Ilight sen¬ 
sor/ fitted on the 1020. you can convert it to 
a scanner and scan pictures." 

Innovative Concepts in the States mar- 
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keted a similar device which would fit on a 
dot-matrix printer (minus the ribbon) and 
scan pictures fed through the printer - It 
was reviewed in the October 1988 issue of 
ANTIC. 

Bill has a question about issue 59: 

"...on page 11 of that issue, the TextConver- 
ter program Is printed with neither elucida¬ 
tion nor copy on the disk. Could you rectify 
these omissions?" 

Looking back at that issue. 1 note there’s 
not much In the way of description but the 
listing Is a simple demonstration of con¬ 
verting text between upper, lower and In¬ 
verse characters by using the logical oper¬ 
ators to test the input values. The listing is 
on my copy of the Issue 59 disk as file 
A4CONV.SRC. 

Finally (for this Issue) BUI notes that com¬ 
plete hard and software Instructions for a 
light pen are included in the book The 
Creative Atari*. This book reprints most of 
the "Outpost: Atari" columns and other 
Atari Classic articles that appeared In 
"Creative Computing" magazine In the 
early 1980s. This may help Christian De- 
lUls whose letter appeared In Issue 60 and 
may be useful for Oliver Harrison. 


SCROLLS AND SPRITES 

Further to D Bennett s question last Issue 
about reading scrolling messages. Avram 
Dumltrescu from Belfast. Northern Ireland 
suggests the following: 

To read a scrolling message from a Page 6 
magazine disk on an ordinary Graphics 0 
screen, enter the following program with 
the magazine disk In drive I (use Control* I 
to pause/: 

10 OPEN #1,4.0,*D:INTRO.DAT" 

20 GET 01X IF X=0 THEN ?* GOTO 20 

30 ?CHR$(X*64);: GOTO 20 

Note the space printed In line 20 and the 
use of the semi-colons (:/ In lines 20 and 
30." 

Now some requests from Avram: 

Toe noticed a trend towards utilities and 
'serious ’ applications In Page 6. Is there a 
chance of publishing a decent sprite editor 
that will do the following: 
a/ create sprites at least 32 lines high, 
b) use all 5 sprites Iincluding the missiles), 
cI position the players (in any of the 3 sizes 
and colours/ anywhere on the screen to 
create Images wider than 8 bits. 

d) Include commands like reverse. Invert. 
Inverse, etc.. 

e) allow multiple Images to be created to 
make animations? 

Can New Atari User possibly start a prog¬ 
ramming column for exotic features of the 
•Atari Classic? Robert Stuart started the ball 
rolling with his great Special FX' columns a 
while ago. Could ‘Special FX' be continued 
dealing with fancy things like staiflelds. 


parallex scrolling, software sprites, etc., l.e. 
the kind of thing found In demos and 
games but not usually documented in 
books or magazines? A column like this 
could only survive with input from demo 
writers and game authors - I'm sure there 
are plenty out there!" 

Sounds like some good fodder for future 
article there. How about It experts? 

’ Finally, does anyone know how to transfer 
picture files betu>een the Classic and the 
ST? I have tried In the past with Taritalk 
but end up In failure. Any help would be 
greatly appreciated. ’ 


ST DOWN UNDER 

Ted Fletcher from Lesmurdle. Western 
Australia has some ST-related comments: 
7 started taking New Atari User'Just after 
I got STOS and I find It more relevant to me 
than the ’glossies'. I read every page and 
enjoy the 8-blt section. I'm hoping that you 
will support the ST as you do the Classic 
when the ST's turn comes to be the old 
machine’. I would like to ask a few ques¬ 
tions about STOS: 

Have Europress stopped supporting STOS? 
I u«as worried about STOS not being so 
attractive to your mag due to Incompatibil¬ 
ity with TOS 2.but In ST Format 43 there Is 
a fix for the compiler and It said there was 
a fix for the Interpreter In ST Formal 41; 
will these be available as PD? 

What happened to the STOS User Club 
Newsletter? I'm still owed 5 copies - my 
last one was I2A. I didn't get any reply 
from my letter to Aaron Fotherylll. and are 
the editions before number 7 available, 
maybe on disk? 

I think I read that Slgna Press have gone 
out of business - If so. Is that mine of 
Information The Game Maker's Manual 
and Real-Time 3D Graphics for the Atari 
ST' still available? We could do without 
losing any publications for the ST. Now that 
STOS 3D has appeared on a cover disk, 
will you be featuring It? 

Just one more thing, a little tip I found out, 
the ACCNEW ACCLOADon Shlft-F7 was 
no use as it simply loaded up all the acces¬ 
sories that it could from the disk: so I 
changed It to ACCLOAD " with one set of 
Inverted commas. Now to load say the 
sprite accessory, press Shlft-F7. type in 
sprite - no need to put In .ACB or the final 
Inverted commas - Just press return." 

I'm afraid I'm no ST expert (or even 
owner), so It’s going to be up to Les to 
answer these ... IO.K. here goes ... I'm 
afraid that STOS seems to be dead now. or 
at least terminally ill. and the STOS column 
uxts dropped because it was becoming next 
to Impossible to find new things to write 
about. Europress are now only pushing the 
Amiga and It seems unlikely that STOS will 
receive further support. Sad. but that is the 
way of the computer world nowadays. Ed.) 



Mailbag 




MODERN LANGUAGES 

J Ford of Hornchurch. Essex reports that 
he is "...trying to use FORTH but am having 
difficulties. I believe I can manage the 
Stack and Reverse Polish Notation suffi¬ 
ciently for my purposes, but having made 
up a screen Including a new definition of 
the word CREATE, when I LOAD the screen 
I either get DEVICE NAK' or CREATE not 
unique'followed by a system crash. The 
definitions appear correct as they have 
been accepted Individually when typed In 
directly. I have tried using this on both a 
800XL and a I30XE. but get the same 
results. A further problem Is that I have 
been unable to print out the VLIST. 
although I did do this a long time ago. The 
other main problem Is what do all the 
WORDs mean? I have found out that CRLP 
tells the printer to do a line feed, but what 
does .LP mean? I should be pleased If 
someone could throw some light on these 
problems. I have studied Starting Forth' 
and the Instructions on the disk but 
obviously lam missing something." 

ANALOG magazine Issues 13-31 fea¬ 
tured a FORTH column which may be of 
assistance If you can find back Issues. 
Maybe there’s a reader who can provide a 
tutorial? 

On the subject of languages. I still haven’t 
received a detailed response yet to John 
Young s Issue 61 letter about "Ace C" and 
Is It really usable? However. Daniel Car- 
rodno from Roquebrune sur Argens In 
France sent me an Interesting letter (mak¬ 
ing excellent use of Daisy Dot III ). He 
writes: 

"Is Ace C a bad prorjram? I don't know but I 
used It to make the patch program I am 
sending you. The only thing I am sure of Is 
that Ace C doesn't like a modified DOS." 
And on the disk Daniel supplied was a 
utility which runs with Daisy Dot III to 
automatically copy fonts from floppy to the 
D8: KAMdlsk. Users of the shareware ver¬ 
sion of DDIII which allows multiple fonts 
In the same document will recognise how- 
useful this Is to speed up processing when 
DDIII has to read new fonts from disk. So 
we have someone who has successfully 
used Ace C and provided a working prog¬ 
ram. (Incidentally DDIII Itself Is written in 
C and Machine Language.) 


TAPES AND DISKS 

Two questions from B H Saundersof 
Bracknell. Berkshire: 

'Why don't you release more software on 
cassette because you have a very big PD 
collection and so many Atari Classic own¬ 
ers don't have disk drives?' 

I'm sure Lcs has answered this question 
before - basically, when Page 6 has tried 


selling I'D software on cassette before, 
there has been very little response. This 
coupled with the cost of producing casset¬ 
tes (which is done by a specialist firm, not 
in-house like disk duplicating) means that 
It has been not been economic to do this. 

*Also where can you buy a new' disk drive 
for the Atari Classic. I can not find any 
shop or advert in New Atari User?" 

No new disk drives are available. You'll 
have to rely on adverts like Derek Fern's 
Micro Discount in issue 62 for recondi¬ 
tioned drives. 

Mr Saunders may be interested In a letter 
received from David L Wadman of Hove. 
Sussex. Among Ills comments. David men¬ 
tions that 7 am currently starting a mainly 
tape basetl magazine W.A.M .' 1World Atari 
MagazineI which should be available free 
by sending a tape and postage to me. 

When the first Issue Is ready I will send a 
copy to New Atari User." 

Good luck with the project David. That 
does jog my old memory cells a little. Does 
any Atari old-timer (like me) remember a 
cassette-based magazine' for the Atari 
400/800 called Network' that was adver¬ 
tised In 1981 or 1982? I think only one 
Issue was ever produced - I might even 
have my copy stored away somewhere! 


DOCUMENT PRINTING 

Dennis Fogcrtv of Salisbury. Wiltshire 
writes: 7 have been putting Page 6 Library 
Disk DS"69 NEW DIGITAL EDITOR through 
’Its paces and find It an exciting program. It 
certainly brings Desk Top Publishing to the 
Atari Classic, although disk swapping does 
become tiresome. I unynder If any reader 
has modified It to accomodate two drives? 
The disk also contains that well known 
graphics printer driver Billboard', which 
has always been a favourite of mine. 
However, on this disk 'Billboard' has a 
bug. Whenever Sideways print Is selected 
from the menu It throws an Error 12 
IGOSUB. GOTO or THEN referred to a non¬ 
existent line number). 

Anybody who rtyulres the sldeuays for¬ 
mat should List line 1370 and note the last 
statement, which reads: 

IF UPR=N2 THEN 18 
This should be corrected to: 

IF UPR=N2 THEN 1860 
and sldeuHtys printing will run a treat. 

On a different note - could you elaborate In 
your column on the definition of Text File 
on disk' which appears In your footnote 
requesting letters. Similarly Les states the 
same on page 3 concerning submissions. 
Did you say: 'Not another ignoramus'? I 
must confess to being just that - on compu¬ 
ter matters at least! Please bear with me. 
This letter has been produced with the aid 
ofTextPro i*4.54 and. when saved. I pre¬ 
sume it will be a disk text file. But does it 


appear the same on your screen. especially 
If you are using a different W/P, say. First 
Xlent or Protext. etc. I have checked the 
index of Your Atari Computer " (which tells 
me most things) but can find no reference to 
text files. Maybe there Is a different method 
more suitable. Please let me know. After 
all. we who bombard you with reams of 
written u>ords uxinl to make your life as 
easy as possible.' 

Well Dennis, thanks for your input. and 
to the best of my knowledge, all Atari word 
processors save documents to disk as 
straight Atari DOS flies containing I he text 
you've typed but with their appropriate 
control commands embedded. (Speedscrlpt 
doesn't, so don't use It to send In disks. 
Ed.). As a result It Is perfectly possible for 
me to load your TexlPro file Into PaperCllp 
and view it sensibly on screen. All I've done 
after loading your file Into PaperCllp Is to 
go through and edit out the TexlPro con¬ 
trol commands. In fact, as PaperCllp is the 
word processor that I'm most familiar with 
but I sometimes require more varied prin¬ 
ted format. I will draft a document using 
PaperCllp Initially, save the Die to disk in 
PaperCllp. then load the file Into TexlPro 
and use a TexlPro macro lo apply format¬ 
ting commands before saving this file from 
Text Pro and then going to Daisy Dot III to 
finally print lhe whole thing! Any Atari 
word processor should In- able to provide 
me with a usable file. The only exception 
might I»e Ik- 1 ter Perfect which I believe 
uses a custom DOS. but I believe there Is 
even a utility to overcome this (on Page 6 
PD Library disk DS83). 


FINALLY... 

From Shayne M Dutton (aged 10). Nani- 
wlch. Cheshire: 

'I've got an Atari 800XL and I want lo 
know how to program my own game and 
pictures. So can you please help me." 

As you can see. I save the easy ones for 
last! (At the bottom of Ihe letter. Les has 
written "Allan - how many pages do you 
want to reply??") 

I'm rapidly running out of room Shayne. 
but try and get hold of books like 'Your 
Atari Computer' or 'Easy Programming for 
Your Atari Micro'. Many recent issues of 
New Atari User’ have featured good tuto¬ 
rials like those articles by Ann O'Driscoll. 
Daniel Lea. Steve Lakey and Ian Flnlayson. 
Don't expect the answer to appear in Just 
one short article - you need to learn and 
experiment, start small and build up. 

Don't forget to look at the listings for the 
games that have appeared In this and 
other magazines, learn from them and 
understand how they work ... 

And on that note, this Is an exhausted 
Mailbag Editor signing off for another 
issue! 
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XL/XE SOFTWARE 



I I Is a ureal and increasingly rare pleasure lo come across 
a significant new piece of software for the Atari Classic 
computers, particularly software that Is a serious' appli¬ 
cation rather than a game. So I am delighted to have the 
chance to review The Home Accountant by Continental 
Software. 

Although the program is new to me. and probably to all of you 
as well. I note that It has a copyright dale of 1983. Continental 
Software Is not one of the recent European software houses 
producing Atari programs, but an American company and this 
program has been available in the USA for about ten years, but 
has only recently become available over here through Derek 
Fern at Micro Discount. 

FIRST IMPRESSIONS 

Like much of the serious (and expensive) software of Its day 
The Home Accountant Is professionally packaged. It comes In a 
boxed ring binder of American type (three holes and approxi¬ 
mately A5 size). In the binder Is the manual and plastic 
pockets for the disk and warranty card. It also contains some 
publicity material about NEBS computer forms. This Is re¬ 
levant as It Includes continuous cheque forms and the prog¬ 
ram has a cheque printing capability. 

Do not Ignore the manual! Like most of you I like to get 
straight into a program without reading the instructions, and 
then complain that It is not user friendly when I get stuck, but 
with this program I very strongly recommend that you read the 
manual thoroughly before you start or work through the 
manual step by step as you set up and start the program. 

HARDWARE REQUIRED 

The Home Accountant needs a minimum 800/800XL with 
48K memory and a single disk drive, also a printer if you want 
printed output. A 132 column printer Is recommended, but 
132 columns is available with compressed printing on many 
80 column printers and this Is quite adequate. 

WHAT DOES IT DO? 

I thought from the title that this would be a simple program 
for keeping In touch with your current account and maybe a 
credit card. It is in fact much more capable than that and can 
do all of l he following: 

• Monitor transactions in cash, chequebooks, credit 

cards, income, expenses and other assets and liabilities 
• Track up to 50 budget categories 
• Flag items for later recall for tax purposes 


Ian Finlayson checks 
The Home Accountant 
not a new program but 
still an excellent buy 

• Search for and display transactions by date, cheque 
number, payee, amount, budget category etc. 

• Keep track of up to 5 cheque books with a separate 
cash account for each 

• Handle up to 5 automatic monthly transactions for 
each cheque book 

• Reconcile bank statements 

• Print cheques 

• Print a variety of reports 

• Print bar graphs comparing budget and expenditure, 
line graphs of expenditure (up to 3 categories), trend 
analysis graphs 

• Calculate net worth 


GETTING STARTED 

I would normally recommend you to back up your program 
disk before getting started but with this program II docs not 
work. The programs come on a tw r o sided single density disk 
which seems to copy OK using the ordinary DOS duplicate 
disk command. As the programs are written In BASIC I 
thought the copy would run correctly, but II does not. I expect 
that a little patient examination of the BASIC code would 
reveal how T the copy protection works so that a back up can be 
kept, but I have not had time to look. I have an enhanced 1050 
disk drive and SparlaDos so it would be nice to take all the 
programs from both sides of the disk supplied and pul them 
on one side of a double density disk to save some disk swap¬ 
ping. but tills would also require some careful examination 
and modification of the menu structure and relationship be¬ 
tween the programs. 

No back up of the program disk then, so the next step Is to 
read the manual, follow the Instructions and initialise a data 
disk on which to save your own accounting data. Once that Is 
done I recommend that you work through the manual setting 
up a dummy set of accounts and make yourself really familiar 
with the program overall. The manual has a tutorial style 
which leads you through all aspects of the program. II Is quite 
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265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 021-353-5730 or FAX: 021-352-1669 


1/WH.1 *ngle or true 2 ptoyer cal dme ArcaOe Adventure 

Sorn of the games above are exclusive to Htcro Discount and available n the 
following 3 formats DISK CS.9S: ALSO HIGH SPEED A STANDARD TAPE f 4 95 

Similar game to Mission Shark you scout an aken comptoi to fVseove* the* 
plans Largo animal e g graphics £5 95 Disk 

■ See this month's Dak Review Eicekent new game horn Poland 

C5.96 Disk 

■4l;na.l Your task IS to arrange the pattern on the right side o< the screen to the left 
Sounds easy' Many levels to exercise the old grey matter Joystick convoked Dear 


■CWtW AIASI TOCWtlWIlO 

man* MttWAa 
mw iushiic went pwo’tct AtMi 


Ct 3 00 tor Itir Mi a t3 00 MOMS, pp 


1 bunker to steal the secret terror weapon plans Joystick convoked (Super© 

5 Animat Kin i £5 95 O 

3322321121 Jnusual title tor what moat be the most ongetal lor 1993* You 
nimble pictures ot movie stars against the dock Stunning graph** £5 95 Di 


COMING SOON THE BHUNDl1 S 
RELiASI OATl (NO Ot AUGUST 
PUASl PHONE tOH LATEST IN 
FORMATION AND PRICE 


_ £• 99 Disk 

PHI! educational Maths SMs cartridge tor ages 7 adul Help to 
lor standing ot what a fraction is and the retobonshp between manencal 
aea of fractions, at the arena time iTs a kto game £9 95 ROM 


NOW THE LARGEST MAIL ORDER STOCKIST OF ATARI 8 BIT HARDWARE & SOFTWARE IN THE U.K. 


thorough bul Jusl a bll difficult to undrr.stand in places on 
first acquaintance. If you plunge straight In and try to set up a 
real set of accounts without an overall feeling for the program 
you are almost certain to make mistakes which will be rather 
frustrating. 

Once you are familiar with the program you can set up your 
own budgetary system. It will be useful to have historical data 
available (old bank statements etc.) so you can make good 
estimates of budget. I have only had a week to play with the 
program, and so I am not familiar with all the details, but It 
does seem to me that the setting-up process Is fairly complex. 
No doubt once you have taken the trouble to set the system up 
carefully It will be comparatively easy to keep accounts up to 
date on a regular basis. 

OVERALL ASSESSMENT 


ITS.. IT'S COMING! 

AMS 7 

The Bingley Hall 
STAFFORD 

Saturday 13th November 

See you there! 


The programs overall are comprehensive. Indeed you can 
derive a figure which Indicates what your overall financial 
status is (your "net worth’) if you complete all parts of the 
data, but It Is this broad capability that also makes the 
program a little daunting. If all you w r ant Is to balance one 
cheque book the learning curve associated with The Home 
Accountant may be too steep. 

Although it runs competently on a single disk drive the 
program would run more easily with less disk swapping on a 
two drive system, but there are very few of us In UK who have 
the luxury of tw r o drives. 

A maximum of 5 automatic transactions which repeat every 
month seems a bit limiting in these days of direct debits and 


standing orders, but as the program allows tracking of five 
checkbooks It should be possible to circumvent the limit by 
putting some of the recurring payments in ’dummy" cheque 
accounts and thus process up to 25. 

It is interesting to see that this complex application is written 
wholly in Atari Basic - the programs can be listed for analysis 
and no doubt you could learn a lot from doing so. but they are 
not commented with helpful REM statements and so could be 
quite hard to follow. 

I do not know what this program cost when il was first issued 
in the USA. but the current Micro Discount price is £12.00. At 
this price The Home Accountant is really excellent value. Can 
you afford not to keep all your financial affairs under control? 
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XL/XE REFERENCE 


THAT’S NEAT! 

SOME HANDY HINTS 


Andrew C. Thompson 
presents a handy guide 
to a few tricks that you 
might not know about 


H ow often do some of us long¬ 
term Alarums take advantage of 
the Atari's most simple func¬ 
tions? Often? Very often? All the time? 
Well. I've Just come back from Germany 
where I was helping my sister get ac¬ 
quainted with her recently purchased 
Atari and. until then. I never realised Just 
how many seemingly unimportant tech¬ 
niques one needs to know to work the 
Atari H-blt. Here Is a very simple, yet 
informative article explaining Just some 
of our Atari's seemingly unimportant 
tricks. Some you will already now but It’s 
handy having them all together. 

CONTROL-1 - Is possibly the most 
used. It's a pause/unpause toggle for any 
print being listed on the screen. Inside or 
outside of almost every program. Basic or 
Machine-code. This can also be simulated 
In programs with values 255 and 0 
POKEd Into 767for screen /xiuse and 
unpause, respectively. 

CONTROL-2 - Is buzzer sound. 

CONTROL-3 - causes Error 136. Some 
Basic programs disable the Break key. 
but they can still be broken Into by press¬ 
ing this key when the program Is auditing 
an Input. To prevent this, the Input must 
be TRAPped. 

SHIFT-TAB - can be used to set a tab 
anywhere across a text-line. Useful when 
editing Basic/assembly programs. 

CONTROL-TAB - will clear the tab set 
with the shift-tab. 

BREAK-KEY can be disabled by POKE 
16.64 and POKE 53774.64. 

LISTING - Listing of Basic programs can 
be prevented by adding a POKE 202.1 
within the program itself. This way. If the 
program was to be broken Into. It would 
be automatically erased. 

RESET-KEY - can be TRAPped with 
POKE 2.52. POKE 3.185 and POKE 9.2. 


When Reset Ls pressed an error will occur, 
thus, the Basic program can TRAP Reset 
to any line. All the POKES and the TRAP 
must be set up each time Reset Is press¬ 
ed. It can also be forced to coldstart the 
computer with a value of I POKEd to 
location 580. Poke with zero to revert to 
normal. 

WARMSTART can be done with 
X=USRI58484). Otherwise known as 
pressing Reset. 

COLDSTART - can be done with 
X*USRI58487). Otherwise known as turn¬ 
ing the computer off and on. 

BYE • In Basic can also be achieved with 
X-USRI5848I). 

LEFT MARGIN can be changed by 
•location 82. A Lvalue 0 Is useful when 
typing In program listings, whereby all 
the screen columns are accessible, giving 
an extra 6 bytes to each program line. 

RIGHT MARGIN - Is changed at loca¬ 
tion 83. Similar to - Left margin. 

INPUT/OUTPUT - through the cassette 
or disk-drive can be made silent with a 
POKE 65.0. POKE with non zero to turn It 
back on. 

DISKS can have data written to both 
sides by notching an Identical hole on the 
opposite side of the disk. Believe It or not. 

1 have written letters to several people 
who never knew about this. 

MUSIC - can be played from the cassette 
unit and through the TV' speaker with a 
POKE 54018.52. A value of 60 will turn It 
off. My music system tends to ivake 
everyone up. so this is a good resort when 
programming in the early hours of the 
morning. 

SCREEN - display width can be altered 
to narrow, standard or wide with values 
33. 34 and 35 respectively POKEd to loca¬ 
tion 559. 


CAPS-LOCK - can In- turned on or off 
with values 64 and 0 put at location 702. 
Control-lock can be forced with a value of 
128. 

TEXT - can be opaque. Inversed and 
turned upside down with various values 
POKEd to location 755. It can also be 
forced In Inverse mode with POKE 
694.128 and reversed with a value of 0. 

CHARACTER-SET can be chosen at 
location 756. Value 224 Is standard. Pok¬ 
ing with 204 gives International charac¬ 
ters under the control-key presses. Non¬ 
capitals are also obtainable on graphics I 
with a poke value of 226 . 

ESCAPE • characters, such as the 
arrows, can either Im’ acted upon or dis¬ 
played on the screen with values 0 and 
any non-zero value POKEd Into location 
766. 

CURSOR can be be turned Invisible 
with a non-zero italue POKEd to 752. and 
returned to normal with 0 . 

KEYBOARD - keys can be detected by 
peeking location 764. A value of 255 
means no key has been pressed, other 
values are particular keys. These values 
tend to be a total mlx-up. though on XL's 
they can be converted to ASCII equiva¬ 
lents by taking the PEEKed value of 
address 

PEEKl 121 l*256“PEEKf 122I+PEEKI764I. 

SCREEN - vertical adjustment can be 
performed by changing the value In loca¬ 
tion 560 between 9 and 31. An explosion 
effect can be achieved In a game by pok¬ 
ing random values between this range 
successively. 

PRINT all output that normally goes to 
the screen can be sent to the printer with 
POKE 838.166 and POKE 839.238. Re¬ 
turn to normal with POKE 838.163 and 
POKE 839.246. On the XL. the 4 values 
are 202. 254. 175 and 242 in the above 
order, respectively. 

continued ^ 
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GcUCi & SttcU 


MYSTERY MAN REVEALED 

You may recall the review of Video Tide Shop from the Iasi 
Issue which was uncredited. Well the author has come forward 
and Is Chris Thorley stationed In RAF Bruggen. Chris has 
offered to do a follow up article on using Video Title Shop - 
what do you think? 

SOFTWARE FROM GERMANY 

Chris Thorley * see above - has also offered help in obtaining 
software from Germany where the Atari Classic is still well 
supported. If you get In touch with him. Chris will purchase 
any software you want locally and you can pay him In sterling 
taking all the pain out of buying In foreign currencies. You can 
get In touch with Chris at 31 S«N. RAF BRUGGEN. BFPO 25 

LEAGUE ORGANISER 

You may recall a letter from Ed Hall some time ago asking if 
anyone could program a league organiser for different sports. 
Well we had one or two submitted - and thanks for those - but 
have now received a super version from Adrian Hyland which 
seems to cover everything any organiser could want. The prog¬ 
ram is accompanied by very full documentation on the disk. 
Because of the size and nature of the program It Is not suitable 
for publication In the magazine and is. perhaps, too specialised 
for a Bonus so we have Included the program in our I’D library 
as a special. If you organise any kind of league - football, 
squash, darts, chess etc. • check It out. It is well worth a look. 



ATAM 
C CLAS§EC§ 


FOR THE DEDICATED 8-BIT USER!! 

Covering the 400/800, XL/XE/XEGS 
Published bi-monthly by the user community 
Software-hardware: Reviews, Tutorials, Mods 
Free personal ads for our paid subscribers! 

Subscriptions: U K./ Europe 

AIRMAIL $38/yr 
Canada 3rd Class $30/yr 
U.S.A. 3rd Class $25/yr 
AC Software Disk (3/yr) Worldwide $9/yr 
Remit is US funds only, please 

Editorial Offices: 179 Sproul Road/Rt. 352 

Frazer, PA 19355 U.S.A. 

Ben Poehland, Managing Editor 


THAT’S NEAT! 


RANDOM • numbers between 0 and 255 
can easily be obtained by peeking loca¬ 
tion 53770. 

MEMORY can be cleared from Basic, 
at the speed oj machine-code, by using 
locations 88. 89 and 106 In conjunction 
with the screen clear Junction. Just set 88 
and 89 to the LSB and MSB start 
address, and set 106 to the MSB end 
address. Then, when a Basic clear Junc¬ 
tion Is Issued, all this memory will be 
zeroed. This is especially usejul Jor clear¬ 
ing PMG's or strings. 

BASIC - can be switched oJJ with POKE 
1016.1. Pressing reset will boot DOS. 

DOS - access can be disabled Jrom Basic 
by changing locations 10 and 11. Try 
POKElng 10 with 203. 11 with 0 and 203 
with 96. 


by putting the new wildcard ASCII code 
at location 3783. 

FILENAME - character range can be 
altered to accept punctuation, numbers 
and non-caps with POKE 3818.33 and 
POKE 3822.123. 

DUP - can be called up with 
X=USR(6518I IJ It has previously been cal¬ 
led Jrom Basic. Note that this Is very fast, 
but Is not always reliable. 

AUTORUN FILES - can be prevented 
Jrom loading when a DOS disk Is booled, 
by successively pressing break when you 
hear - pips - through the TV speaker. If 
READY does not appear then press Reset. 

REVISION DATE - oj your Atari ts In 
day. month and year order, and Is at 
locations 49154-49156. 


FINE SCROLL ■ can be enabled at loca¬ 
tion 622 with a value oj 255. Disabled 
with 0. Try enabling, calling Graphics 0 
and listing a long program. 

KEYBOARD - can be disabled with a 
POKE 621.255. It can be enabled with a 
value oj 0. 

INITIAL KEY DELAY Is at location 
729. OJor no repeat. 1 Jor Jast and 255 
Jor very slow. XL only. 

KEY REPEAT RATE - Is af 730. Simi¬ 
lar to 729 except Jor all repeats ajter the 
Initial keypress. XL only. 

KEY CLICK - Is at location 731.0 
means sound on and I Is ojf. XL only. 

HELP-KEY - can beJound at memory 
location 732. A value oj 17 means help Is 
pressed. 81 means shift and help whilst 
145 means control and help. I have 
actually had a value oj 209 In this regis¬ 
ter. XL only. 

CONSOLE-KEYS - can be Jound at 
location 53279. A value of 3 means Op¬ 
tion Is pressed. 5 means Select and 6 
means Start. Multiple combinations can 
be detected also. 


VERIFY - can be turned ojf when using 
DOS by POKEing 1913 with 80. A value 
oj 87 turns it back on. Note that all DOS 
alterations will only remain permanent 
when a new DOS has been written to a 
blank disk. 

WILDCARD - asterisk 1*1 can be altered 


Well now. don’t forget, if there are any 
other little tricks that you think should 
be known then send them In to the 
magazine - perhaps to the Mailbag sec¬ 
tion - we may even get enough for 
another article. 

Could this be the start of a replacement 
for Mapping The Atari!!! 
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XL/XE TYPE-IN 




by 

Ann O’Driscoll 


Buy Word Is a simple word game based on the * hangman " concept. Words or phrases - such as television 
programmes. Jllm titles, famous quotations or whatever - are loaded In from disk or cassette and you must 
guess what they are by picking letters to Jill In the dashes. You get 200 credits to start and you can use these 
to buy letters.Frequently used letters like "A" and "E" are exfjenslve. while less common ones like "J " and "Z" 
are cheap. You may also take letters for free and place them at specific positions In the word /phrase, or you 
may try and guess the whole answer In one go. You gain credits for correct guesses, but points are deducted 
If you are wrong. The game ends after 12 rounds, provided you have enough credits to last that long. 


PLAYING A GAME 

The round number, the amount of credits and. for disk users. 
I he name of the word file, are shown at the top of the game 
screen. The secret phrase Is shown as a series of dashes, with 
each dash Indicating a missing letter. The letters appear at the 
end of the screen along with the available options - buy a 
letter, take a letter or guess the phrase. To select an option, 
move the Joystick left or right and press fire over the highlight¬ 
ed choice. 

When you pick the BUY LETTER option, you must select the 
letter you want with the Joystick. A PMG 'square highlights 
the different letters and the price of each one Is shown In a 
value box as It Is highlighted. If you choose correctly the letter 
Is Inserted wherever it occurs in the phrase. Once a letter is 
bought its cost Is deducted from your credits and Its value 
goes to 0 for the rest of the round. 

You select letters in a similar fashion for the TAKE LETTER 
option. This time, however, you have to nominate the exact 
position of the letter too. Move a “cross' under the dashes with 
the joystick and press fire at the chosen place. For Instance, if 
one of your words was TH-" you might chance putting an 'E‘ 
after the H. Your score goes up by twice the value of the letter 
if you guess correctly. 5 points are deducted if you are wrong. 


You may pick the GUESS PHRASE option at any stage in the 
round. The cross moves under each missing letter and you 
type in your guess for that position. You get 50 points plus 5 
points for every correctly typed letter If you are right. If you arc 
wrong your score goes down by 50 points, the word/phrase Is 
showm in full and the game moves on to the next round. 

The game ends If you become bankrupt, or after 12 rounds of 
play. At that stage you can quit or have another go. With the 
play again option you may either use the same word file or 
load another one In from disk or cassette. 

MAKING A WORDFILE 

There are 15 records in each word file and 12 of these are 
chosen randomly for each game. Records should be in capital 
letters only and each can be up to 32 characters long. You Just 
input the records one after the other, pressing RETURN after 
each one. The records arc saved after the last one has been 
entered. Disk users are prompted to give a filename to the 
records and tills is automatically given the extender ".WRD". 
Once a file Is created, you may either play a game with it. 
make another file or quit the program. 
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BUY WORD 


OK 1 REM »H 
UJ 2 REM *• 
OH 3 REM M 
IY 4 REM * 


BUY MORD 

by Ann O'Driscoll 


FN 5 REM « MEM ATARI USER - AUG 1993 « 

NM 7 REM 

HQ 30 NR=15:LR=32:LL=37:PX0=S5:PY0=134:MP 
0=53248:NB=152:PMB=NB-8:POKE 186.PMB-1 
:PMBASE=PMB«2S6:RAM8=NB«2S6 
U2 40 ME5=500:SCRH=540:FNAH=600:CLOSE 03: 
OPEN 03.4.0."KS" 

BR 50 DIM REC«CNR»LR),FCNR).A$(LR>,B$(LR) 
,BLSCLL).LVC26).OPSCLL»3*3>,MSCLL),L$C 
1J,FILES€14).NC$€34) 

Ff 60 BLS Cl ) =... C LL)=" "|BLSC2)=BL$ 

OP 70 OPS = "tJif <mn;j TAKE LETTER GUESS 
PHRASEBUY LETTER injaMlH:! GUESS 
PHRASE" 

CA 75 OPS CLEMCOPS)♦1>="BUY LETTER TAKE L 
ETTER M»I.*S«nr:ri.-l4 - : GOTO 1000 

OB 500 POSITION 1.211? MS:SOUND 0.P.10.12 
J FOR D = 1 TO 30:NEXT D:SOUND 0.0,0.0 
EJ 510 FOR D=1 TO 40O:NEXT D:POSITION 1.2 
11? BL $:RETURN 

YM 540 GRAPHICS 0 : DL = PEEK €5601 +2S6**PEEK CS 
61> I POKE DL *6.6:POKE DL*7.7:POKE 710,0 
1 POKE 709,20:POKE 752.1 
ST 550 POKE 16,64:POKE 53774.64:POKE 82.0 
:POKE 83.39:RETURN 

FA 600 ? CHRS C125>J 1 POSITION 0.1S? MS 1? l 
? SIF FILE$="D:" THEN 630 
GK 610 ? "• INSERT TAPE"!? 1? "• PRESS PL 
AY"I IF MS€1,11="*" THEN ? " AND RECOR 

. D" 

HI 620 ? 1? "• PRESS RETURN ON COMPUTER": 

GOTO 720 

XO 630 IF MS C1.11="I" THEN 660 
YR 640 POSITION 0.5:? BLS:POSITION 0,5l? 
"INPUT FILENAME:- "X? l? FILES;: INPUT 
AS 1 IF AS = "" OR LENCAS)>8 THEN 640 
MG 650 FILESC3)=A$:G0T0 710 

PU 660 CLOSE M2:OPEN H2,6,0,"D:N.MRD":POS 
ITION 0.3:? "READING DISK DIRECTORY... 
":DXR=-l 

RI 665 POSITION 0,6:? "• PRESS TO 

SEE THE NEXT FILE"1 POSITION 8,0:? "• 
PRESS TO PICK A FILE" 

EM 670 INPUT 02 ,A$:DIR = DIR*1:IF LENCASXl 
7 THEN LN=660:GOTO 930 
PA 680 POSITION 0,12:? ";A$€ 

3.10J 1GET 03,K:ON K = 155 GOTO 690:ON K = 
32 GOTO 670:GOTO 680 

OO 690 FOR N = 3 TO 10:IF At€N,N>=" " THEN 
FILE$C3)=A$C3,N-1> 1 POP 1GOTO 710 
RD 700 NEXT N:FILES€3)=AS€3.10) 

10 710 FILES CLEN(FILES)*1>=".MRD" 

BP 720 CLOSE 01:OPEN 01,10.0.FILES:RETURN 
LE 920 POSITION 0.18:? "QERROR ";PEEKC195 
at LINE "J PEEK Cl06)♦256*PEEK CIB 7); 

" II Press 0 hey":GOTO 950 
RL 930 POSITION 0,18:? "NuMber of files f 
ound = ";DIR:? "Put in another dish an 
d press a hey" 

OA 940 POSITION 0,12:? BLS 

TN 950 GET 03,K:CLOSE 01:CLOSE 02:POSITIO 
N 0.18:? BLS:? BLS:GOTO LN 
EB 999 REM ■i:il:I.MTTiWgir^TTiTi^»WrTi» 
GC 1000 GOSUB SCRN:POSITION 14.0:? "Prese 
nting":POSITION 23,1:? "buy word 
":? 

PL 1010 ? " you Must try to worh out the 
hidden words which appear on the sc 
reen as a" 

AU 1020 ? "series of dashes: Each dash in 
dicates a Missing letter.":? 


NF 1030 ? "You get 200 credits to start o 
ff and youcan use these to buy letters 
, which cost"; 

OO 1040 ? "different aMOunts. You May als 
o take letters for free and try to 
position" 

RM 1050 ? "then correctly in the word, or 
you can guess the whole answer. You 


SA 1060 ? "for correct guesses but there 
are penalties if you get it wron 

g. The aiM" 

NK 1070 ? "is to gain as Many points as p 
ossible. The gaMf ends if you run out 
of credits" 

OS 1080 ? "(you lose) or after 12 rounds 
of play.” 

RH 1110 POSITION 0,21:? " Mf1:10 LOAD FIL 
E ■'UtfllJ MOKE FILE" 

PO 1120 IF PEEK€53279)<>6 AND PEEKC53279) 
03 THEN 1120 

UY 1130 M$="load word file":IF PEEKC53279 

)=3 THEN M$Cl,4)="Mahe"_ 

BV 1140 POSITION 0.21t? " I4H-I4AK pres 
S C HD PRESS D " 

MU 1150 GET 03.K:IF K<>67 AND K<>68 THEN 
1150 

KM 1160 FILES=CHRSCK):FILES€2.2)="1":IF M 
SC1.1)="1" THEN 3000 
YP 1999 REM 
AF 2000 ? CHRS€125); 1POSITION 22.ll? MS 1? 


SZ 2010 ? "e You Must input 15 words or p 
hrases.":? :? "e Each can be up to 32 
characters long.":? 

MX 2020 ? "0 use capital letters only":? 
:? "e Press RETURN after each entry.": 
? "4440 Press lUUI to begin." 

RG 2030 IF PEEK€53279)<>6 THEN 2030 
XI 2040 ? 'MRS€125)2:RECS €1) =" ":RECSCNR« 
LR)=" "XRECS €2)=RECS:POSITION 0,1:? "i 
nput records" 

US 2050 FOR N=1 TO NR 

XS 2060 POSITION 0,3«N:? "I";N;"1 "2 
ZF 2070 INPUT AS:IF A$="" THEN 2060 
ZM 7000 RECSCLR«CM-1)41,LR«CN-1)tLENCAS)) 
..NEXT N 

OK 2100 LM=2100:TRAP 920:10 = 8:MS Cl,3)="sa 
V":GOSUB F NAM 

XC 2110 FOR N=1 TO NR:A$=RECSCLR»CN-1>♦1, 
LR«N)I? HI;AS:NEXT N:CLOSE HI 
UU 2200 ? CHRS €175) ,* (POSITION 22.1:? "FIL 
E SAVED" 

BP 2210 POSITION 0,5:? "Press KflMi to 
Play with this file":? :? "Press HOiKAl 
ECH to nake another file" 

KZ 2220 ? :? "Press U14I to guit":POKE 7 
64,255 

UO 2230 IF PEEK€764) 028 AND PEEK €53279)< 
>6 AND PEEK €53279) 03 THEN 2230 
NE 2240 ON PEEK €764)=20 GOTO 5700:ON PEEK 
€53279)=6 GOTO 4070 
UC 2250 FILE$=FILE$C1,2):GOTO 2040 
EU 2999 REM >■■*;! ■ I'I'I'U II I'DI 

UX 3000 POSITION 0.21:? " 

a a Minute.... ":FOR N=0 TO 255: 

POKE PMBASE«1024«N.0:NEXT N 
DM 3010 RESTORE 30?O:FOR N=0 TO 11:READ D 
:POKE PMBASE«N,D:NEXT N:FOR N=0 TO 11: 
READ D:POKE PMBASE«20*N,D:NEXT N 
TB 3020 DATA 255,129,129,125,125,129,129, 
129,129.179,129,255.0,0,0,0,0,0.0,0,0, 
0 . 0.0 

KC 3030 RESTORE 6000:FOR N=0 TO 86:READ D 
:POKE 1S36*N,D:NEXT N 
XK 3040 FOR N=1 TO 34:READ D:MC$CN,N)=CMR 
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$ CD) :NEXT N:M=USR(ADRCHC$I ,RAHB) 

HO 3050 FOR N = 1 TO 46*8:READ D:POKE RAMB* 
16»0-1«N,D:POSITION 31,21:? INIC46-N/8 
I ;" : NEKT N 

ML 4000 LN—4000:TRAP 920:10 = 4:COSUB F NAM: 
FOR N = 1 TO NR:INPUT «*1 ; AS : REC* CLR« CN~1 
} *1,1 R»N) - A$ : NEXT NiCLOSE 111 
KO 4020 PP=PEEKC559):POKE 559,0:GRAPHICS 
0:POKE 82,0:POKE 752,l:DL-PEEKC560)*25 
6«PEEKC561) 

TE 4030 POKE DL+3.PEEK CDL*3l♦2:FOR N = 6 TO 
24:POKE DL*N,PEEKCDL»N)*2:NEXT N 
00 4040 POKE 708,1441 POKE 709,124:POKE 71 
0,0:POKE 711,52•POKE 712.26:P0KE 756,N 
8 

JT 4050 FOR N = 0 TO 29 STEP 29:POSITION N, 
0:? ••> : : j : : : j :*••:POSITION N.l:? "C 

I" 

YO 4060 POSITION N.2:? “I |":P05IT 

ION n. 3:? "<;j ;;;;;;=":mext N:LF=LENCF 
ILESl 

KF 4070 POSITION 1,U? I POSITION 3 

0.1:? : IF LF>2 THEN POSITION 

19-INTCCLF-0I72),1:? FILE*C3,LF-4) 
oh 4080 position 0,12:? 

::::::::::::R>::::::::0" 

UJ 4090 POSITION 0.13:? "C A 0 C D E F C 
H I J K L M |[ UALUE I " 

FD 4100 POSITION 0.14:? •' I 

1C 1“ 

TV 4110 POSITION 0.15:? "I N O P O R S T 
U O M H V Z |C I" 

IT 4120 POSITION 0.16:? “<111111111111111 

l l l l l l l i i l l l-<l l l l l l l l =# * 

Cl 4130 FOR N=1 TO NR:FCN)=0:NENT N:N0=1: 
POSITION 1,18:? OP$CXO,LL)IAK=200:POKE 
559,PP 

HP 4140 POKE 704,220:POKE 53286.0:POKE 55 
9,50:POKE 53277,2:POKE 623,l:POKE 5427 
9,PMB _ 

BN 4700 FOR ROUND=l TO 12:POSITION 7,1:? 

ROUND:POSITIOM 32.2:? AM; " " 

0K 4210 RESTORE 4220:FOR N = 1 TO 26:READ L 

:lvcni=l:neht n 

HP 4220 DATA 8,4.5,6,9,3,7,3,8,1,3,6.6,6, 
7,5.3.6,7,7.7,2,3.2.2.1 

RM 4230 Q —INT CRND C0)*NR♦1> :IF FCOI<>0 THE 

N 4230 

FD 4240 FCQI=1:A*=REC*CLR«C0-1>?1.LR«0>IB 
S(ll=" ":BSCLENCA*))=" "iBSCZl-BS 
AB 4250 POSITION 1,6:F0R N = 1 TO LENCA*):I 
F ASCN.NlO" " THEN ? "\"|:GOTO 4270 
EJ 4260 ? •• "J 

CC 4270 NENT N: P = 15: NS-** FUSE JOYSTICK TO 
SELECT":COSUB MES 
UU 4299 REM 

YM 4300 IF NOT STRIC C0) THEN 4350 
7B 4310 S=STICKC0):IF 5=15 THEN 4300 
PC 4320 X0=X0*LL*CS=7 AND M0<75>-LL»CS=11 
AND X0> LL) 

AE 4330 POSITION 1,10:? OP*CXO.X0*LL-1):F 
OR N=1 TO 4:SOUND 0.20.10.8:FOR D=1 TO 
5:NEXT D:SOUND 0.0,0,0 
PH 4340 NEXT N:GOTO 4300 
NH 4350 IF XO=7S THEN 49O0 

ON 4360 M*="USE JOYSTICK TO PICK A LETTER 
":P=15:IF XO-1 AND AM=0 THEN M*="VOU H 
AUE NO MONEY TO BUY":P=80 
GI 4370 GOSU B HES:IF P=80 THEN 43 00 
PD 4399 REM 

UU 4400 IF NOT STRIGC0) THEN 4500 
CM 4410 S=STICKC0>:IF S=15 THEN 4450 
RZ 4420 X=USR<1536.PMBASE♦20,PMBASE♦i024♦ 
PY0,121 

DB 4430 PX0=PX0«8«CS>4 AND S<0 AND PX0<14 
91-8* C5> 8 AND S<12 AND PX0>55) 


OU 4440 PY0=PY0*16«CS=13 AND PY0<1S0)-16« 
CS=14 AND PY0>134) 

MZ 4450 X=USRC1536,PMBASE,PMBASE*1024*PY0 
#121 

KZ 4460 POKE HP0,PX0:X=CPX0-55)/8*1:IF PY 
0=150 THEN X=K+13 
OU 4470 POSITION 33,15:? LUCX> 

RA 4400 GOTO 4400 

RU 4499 REM I 11 MUM 

GC 4500 IF LUCX)=0 THEN M$="THAT ONE MAS 
BEEN PICKED AlREADY":P=80:GOSUB MES:GO 
TO 4300 

ME 4510 IF X QOl THEN 470 0 _ 

QL 4680 BU=0:IF LVCX»>AM THEN M*="YOU CAN 
•T AFFORD THAT ONE."IP=B0:GOTO 4660 
QL 4610 AM=AM-LV<XJ:LUCXI=0:POSITION 32,2 
:? AM;" ":L*=CHR*CX*64>:FOR H=1 TO LE 
NCASI 

UN 4620 IF A* CN,N)=L* THEN BU = 1:POSITION 
N,5:? L*:SOUND 0,60,10,12:FOR D=1 TO 2 
0:NE XT D:SOUND 0,0.0.O:B$CN,N)=L* 

IC 4630 NEXT N:P=1S:M*="MELL DOHE":IF 0U = 
0 THEN M* ="YOU'RE OUT OF LUCK THIS TIM 
E":P=80 

IX 4640 POSITION 33,15:? LUCX>:IF B*=A* T 

HEN 4980 

LL 4660 GOSUB HES:COTO 430 0 _ 

LO 4699 REM < ■ 11 » 

AK 4700 XL=0:POSITION XL.7:? " J ":M*="FP 
LACE THE LETTER":P = 15:C0SI1B MES 
YN 4710 IF NOT STRIGC0I THEN 4800 
FM 4770 S=STICKC0>:IF 5=15 THEN 4710 
FJ 4730 XL=XL♦1* CS = 7 AND XL<LENCA*>-IT-IN 
CS=11 AND XL> 0) 

AU 4740 POSITION XL.7:? " 1 ":SOUND 0,20, 
10.8:FOR D=1 TO 10:NEXT D:SOUND 0,0.0. 

0 

SU 4750 GOTO 4710 

NH 4800 A=XL*1:L*=CHR*C64«X) 

FD 4010 IF A* CA,A)=L * THEN POSITION A.5:? 
L*IAM=AM* 2-1 U CK> :0* CA.Al=L*:M* = "GOOD 
GUESSI":P=15:GOTO 4040 
EM 4870 IF A* CA.Al=" " OR B*CA,Ai<>" " TH 
EN N*="VOU CAN’T PUT IT THERE?":P=80:G 
OSUB MEStGOTO 4710 

HB 4030 M* ="MRONG• 5 POINTS DEDUCTED":P=0 
0:AM=AM-5:IF AM<0 THEM 4970 
CN 4040 POSITION 32,2:? AM;" ":IF A*=0* 
THEN 4980 

FM 4850 GOSUB MESiPOSITION XL*1.7:? .. 

OTO 4300 
LG 4899 REM 

OQ 4900 GU=0:P=15:H*="TYPE IN THE MISSING 
LETTERS":GOSUB MES 

LK 4910 FOR M=1 TO LENCA*I:IF A*CN.N1=" " 
OR BSCN.NIO" " THEN 4950 
AJ 4920 POSITION N.7:? "J":POKE 764,255 
MT 4930 GET H3,K:IF K<65 OR K>90 THEN 493 

0 

EU 4940 L*=CHR$CK1rB*CN.Nl=LS:POSITION N. 

5:? L*:POSITION N,7:? " ":GU=GU*1 
PL 4950 NEXT N:IF B*=A* THEN AM=AM«50«CGU 
«5I:GOTO 4900 

ZF 4959 REM - GET IT MRON6 - 

DD 4960 AM=AM-50:POSITION 1.9:? AS:M$="YO 
U’RE HRONG":P=0O:IF AM>0 THEN 4990 
YC 4970 HS=" YOU ARE BANKRUPT":POSITION 
32,2:? "Q0 ":P=BO:GOSUB MES:POP :GOTO 

510O 

NR 4979 REM - GET IT RIGHT - 

OS 4900 P=15:M*="YOU’UE CRACKED IT'" 

FK 4990 GOSUB MES:POSITION 32,2:? AM;" " 
:FOR M=4 TO 9:POSITION 1,N:? Bl*:NEXT 

N 

MT 5000 NEXT ROUND _ 

LU 5029 REM 1 M I 








DISK 

BONUS 


BUY WORD 


★ 1 or 2 players or 2 players In cooperation 

★ Single pieces or multiple pieces 

★ Choose how the pieces rotate * All, Most, Some, Few 
or, for the ultimate challenge. None! 

★ Alignment guide on or off 

★ Start at any level from A to Z 

★ Preview 1 piece. 4 pieces or none 

★ Rotate clockwise or anti-clockwise 

★ High Score Table and Save 

NO version of Tetris has ever had this many features before - and 
this great game is the BONUS on this issue's disk. 

And you also get ... 


FORTRESS 


QUITE POSSIBLY THE BEST 
VERSION OF TETRIS EVER! 

You know the game but check these features 


A shareware version of the arcade Tetris 
designed and programmed by Zark Wizard! 


If you want to try an alternate version of the arcade classic, 
here’s your chance - one of these great games is sure to 
become your favourite! 


UC 5830 AM-AM-208 : MS="YOU GO I WED : IF QM< 
0 THEM MS -** YOU LOST ": AM-ABS CAM) 

OH 5840 MSCLENCMS)«1>=STR$CAM):MSCLENCMS) 
♦ 1)=" POINTS'* 

JS 5058 RESTORE 5860:F0R 11 = 1 TO 6: READ A: 
SOUND 8,A,18,8:F0R NN=1 TO 18:NEXT MM: 
SOUND 8.8,0,0:NEKT N 
LM 5868 DATA 72.64.68.72.64,72 
EB 5100 FOR N = 5 TO IMPOSIT ION 8,N:? BL$: 

neht N:position 15.5:? • •GHUMaEIIU*' 

YY 5110 POKE 5J277.8:P0KE 623.4.P0KE 784, 
0:POKE 764,255 

FR 5128 POSITION 9.0:? M$:POSITION 11.21: 
? "PLAY AGAIN CY/N>?":GOSUB 5170:IF K= 
78 THEN 5208 

AT 5130 POSITION 6.21:? "USE THE SAME FIL 
E CV/NJ ?":GOSUB 5170:IF K=09 THEN 4820 
GG 5140 MS="!oad a 11 le":FILES=FILESC1.2> 
:GOSUB SCRN:GOTO 4000 
BP 5170 GET 1*3. K : IF K<>78 AND K<>09 THEN 
5170 

CH 5188 POKE 764,255:RETURN 

HZ 5208 GRAPHICS 0:POKE 82,2:P0KE 752.8:C 
LR :END _ 

00 6088 DATA 104.201,3,288,81,104,133,225 
.104,133,224,184,133.227,104,133,226.1 
84,133,229.104,133,228,169.0 
OS 6010 DATA 133,230.133,231.160.177,224, 
145,226.24,169,1,101.224,133,224.169,0 
.101,225,133.225,24,169,1 
RU 6020 DATA 101,226,133,226,169,0,101,22 
7,133.227,24,169,1.101,230,133,230.169 
,0.101,231,133,231,24,165 
BE 6030 DATA 228,197,230,208,206,165,229. 

197.231.208.280.96 

F0 6999 REM WM I I I ■ I !■ II ■ I H ■ 

QY 7080 DATA 104,184,133,207,104,133.286, 
169,0,133.204,169,224,133,205.162,4,16 
0,0,177 

LR 7010 DATA 204,145,206,136,208,249,230. 

285.230.2 87.782.788.242.96 _ 

VO 8999 REM !H F' T0r>TTTT:T: T«i H:W»TSr^i 

LC 9888 DATA 0,63,51,51.51.51,63,0,0.12,6 
0,12,12,12,63,0,0,63,51,3.63,48.63.0.0 
,63,3,3.63,3.63,0 

NO 9010 DATA 0,46.40,40.51,65,3,0.8,63.48 
.63,3,51.63,0.0.63,40,63,51.51,63,0.0. 
63,3.3,3,3.3,8 


UR 9820 DATA 0,63,51,63,51,51 
1,63,3,3,63,8 

GT 9030 DATA 0,0,170,170,85,05.0,0,0.0.85 
,85,170,170,0,0,36,36,37,37.42,42,0.0. 
24,24,06,86,168.160.0,8 
JD 9848 DATA 0,8,42,42,37,37,36,36,0,63,3 
,15,12,12,0,12.8.0,168,168,00.08,24.24 
EO 9058 DATA 0,63.51.51.63,51.51,0.0,63,5 
1,63,51,51,63,0,0,63,51,48,40,51,63.0. 
0.68,51,51,51,51.68,0 


8,60,48,48.48,0,8,63,48,40.51,51,63.0. 
0,51,51,63.51,51,51,0 
FA 9078 DATA 0,63,12.12,12.12,63,0,0,3,3, 
3.3.51,63,0,0,51,51,63.60,51,51.0.0,40 
,40,48,46,46,63.0 

AR 9888 DATA 8,51,63.63,51,51.51.0,0.63.5 
1,51,51,51,51,0,8,63.51,51.51.51,63.0, 
8,63,51,51.63,40,48.8 
00 9898 DATA 0,63,51,51,51,51.63,12.0.63, 
51,51,68,51,51.8,8.63,48,63.3,3,63.0.8 
,63,12,12,12,12,12.0 

KT 9180 DATA 8,51,51,51,51,51.63,0,0,51,5 
1,51,51,63,12.0,0.51,51,51,63,63,51,8. 
0,51,51,60,15,51,51,8 
KH 9118 DATA 0,51,51,63,12.12,12,0,0,63,3 
,12,12,48,63,0,36.36.36,36.36,36.36.36 
, 0 , 8 , 8 , 21 , 8 , 0 , 8.8 
JA 9120 DATA 0,4,4,21,21,4,4,8 


ATARTRIS II and FORTRESS are the BONUS prog¬ 
rams on the Issue 63 disk. Disk subscribers will 
receive their copy with the magasine but the 
Issue 63 disk is also available separately for just 
£2.93. Order your copy from PAGE 6. P.O. Box 54, 
Stafford, ST16 1DR or by phone to 0785 213928 
using your Access. Visa or Switch card. 


ATARTRIS II 

by Steve Budrys 
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A very small tip 

David Moss of Dorchester gives us this tip for MEDIATOR If you put a 
weight on the space bar then you will slow the game down enough for 
you to progress to at least the fourth level 


ROBOTECH 
RULES! 

nother issue another column, this one Is going to be 
much smaller than usual but that doesn’t matter as the 
tips are still top class. 

Coming your way next time will be hints on Zero Wars, and 
Tail oj Beta Lyrae but this time we have the complete solution 
to Tarkus and the Crystal oj Fear and some cracking stuff on 
Mission Zircon 

Crashing headlong into the deluge oj epistles from you tip¬ 
pers we now have the following to offer you for your delecta¬ 
tion and delight. 



Tarkus & The Crystal of Fear 


We have rec eived this time a mammoth collection of Ups. the 
likes of which haven't been seen between these covers for 
many months. From someone describing themselves only as 
Robotech In Greater Peterborough (???) there first comes a 
complete solution to TARKUS & THE CRYSTAL 
OF FEAR 

You will need spells. The 6 spells are obtained by : 

ITEMS SPELL 


2 ROCKS 
2 CRYSTALS 
2 GOLD CUPS 
1 CRYSTAL, 1 ROCK 
1 CUP, 1 ROCK 
1 CUP, 1 CRYSTAL 


FLY 

FREEFALL 

TRANSPORT 

ARMOUR 

ENERGY 

FREEZE 


Of the above there are only two that are not really necessary 
to finish the game, they are FREEZE and ENERGY spells, 
however It Is a good Idea to always keep FREEZE and 
ENERGY spells In reserve, you never know when you might 
need them. If you ever find that your energy Is dropping- 
dangerously low then use the ENERGY spell to replenish 
your supplies. 

In order to get a spell, collect a pair of items as shown above, 
and then take them to the cauldron on the right most edge of 
the Magic World (world number 3 from left to right), once 
there touch the cauldron and press the letter C on your 
keyboard, this will then create the spell ready for you to use. 

All of the objects needed are in plentiful supply (at least to 
begin with) on the appropriate world. To get one stand over one 
of the boxes and press P on the keyboard. If. after you have 
picked up an object, you then want to drop it. simply stand 
over an empty box and press the P key. 

The following solution is not the only one possible, indeed 
there are several other variants, but this one Is. I believe, the 
quickest and probably the easiest. You still need to be quite 
good at dodging all the nasties that pop up all over the place, 
but you should be able to do that without too much trouble 
after you've played a couple of times - remember always keep 
an ENERGY spell In reserve!!! 

The first thing you should do is to mix an ENERGY spell - 
just In case. After that pick up an ARMOUR and a FLY 


spell. Then go to the Crystal World (world number two), go 
all the way to the right end of the world, dodging the arrows 
and ghosts as you go (it's not really all that difficult), then drop 
down onto the first platform, cast the ARMOUR spell (by 
pressing 2 on the keyboard) to get past the ghost, and then 
drop off the platforms until you reach the larger platform with 
a one way passage through It (the one with an arrow |>olntlng 
downward In It). Keep going through these one way passages 
until you reach the first of your Crystals of Emotion. Pick this 
up and then drop down to ground level (through the final one 
way passage). Once on the ground walk left and pick up the 
two crystals that are down there (they may come In handy 
later!), then walk back a little way and line yourself up half 
way inbet ween the two candelabras hanging from the two big 
arches. Now cast the FLY spell, press the Joystick button (and 
keep It pressed) and you should soar up Into the skies. Once 
you are past the narrow entrance then fly towards the rigid. 
When you reach the far right end of the screen you should be 
able to exit the level easy enough. Just go back the way you 
came in. dodging the nasties. Don't forget to avoid that one 
way passage downward on the way out. If you do happen to fall 
down It then you will be stuck! 

Now get the FLY. FREEFALL . TRANSPORT and 
ARMOUR (and ENERGY If you happen to need It) spells 
and go to the Gold World (the fourth one). Jump over the 
first gap and drop down through the second one (the deep 
one). Use the FREEFALL spell before you land to avoid 
injury. Once on the bottom go to the right, dodging the cruci¬ 
fixes. until you reach the 3 platforms with a gap above them. 
Jump up onto the platforms and through the gap. come to a 
rest on the left hand side of the gap. and when the crucifix on 
the opposite side is its lowest point you should be able to jump 
over It without difficulty. Then Jump up the platforms and keep 
on going upwards until you reach the key. Pick this up then 
Jump down the platforms again until you reach the bottom 
level. Now go all the wav to the left hand edge of the screen 
(don't forget to avoid the nasties), climb up the first 6 platforms 
. go to the transporter (that strange looking cabinet sort of 
thing on your right). Stand In it and use the TRANSPORT 
spell. When the number 2 appears press the fire button and 
you will be transported to the Crystal World (level 2). Walk 
up to the wall and press the U key on your keyboard, the wall 
will now open. Go through and pick up the key. then walk 
back to the transporter and use the FLY spell to get out and 
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Now for a couple of tips trow Robotech on MISSION ZIRCON - another of Tiger Developments games 

Level 1 may seem a little difficult after the first few games, but once you get used to it is quite easy Use the sensitive setting (press 
1 on your keyboard) for the first half of level 1 (inside the space craft) and the fast setting (press 2 on your keyboard) from there on. 
Inside the spacecraft you only get attacked by 3 waves of aliens. Leam where these appear and the game will become much easier. 
Moving about inside the space craft is a bit tricky, especially exiting through that narrow gap at the end. Persevere and you will find 
that it isn't that difficult after all. I can fudge position for that final exit 95 % of the time now! 

On level 2 watch out for the Tidal Waves, these always occur at set points m the level, so learn where they show up. 

Once you (finally) make it to the TEK SHOP, first buy the Super Gun. and then (credits allowing) the Rocket Launcher and the 
Shield, in that order. Only buy extra lives after you have bought the Super Gun and Rocket Launcher (that's what I do at least and 
I've almost finished level 6!) or just before level 5. 

Level 3 and 4 are pretty easy, but level 5 is a real pain The best strategy is to stay as close to the middle of the screen as possible, 
only moving up and down slightly to blast holes in the incoming waves of aliens. Watch out for the tendrils When one comes at you 
then move either forwards or backwards to get out of its way. try to avoid moving up and down as much as possible. Watch out for 
that last tendril, it can sometimes appear in mid air just when you thought you were safe! 

One other tip concerns your method of firing. To fire just press the trigger button and keep it pressed for a continuous (well almost) 
stream of bullets instead of pressing and releasing the trigger each time you wish to fire Now this may seem obvious but you 'll be 
surprised, the thing is that if you use the second method of fmng instead of the first then you will find yourself exiting the TEK SHOP 
before you realised you had entered it. 

Finally the cheat mode (which is heavily hinted at m the instructions) is activated by pressing the three keys on the leftmost side of 
your keyboard (if you can't work it out from that then what are you doing'*). Using this you can then experience the end of game 
sequence 


fly across to the right hand stdc of the screen (do be careful 
with the arrows!). You can now leave this world In exactly the 
same way as you did before (again watch out for that one way 
passage!). Now go to the Magic World, go down as far as 
you can. go to the right hand side of the screen and run 
through the corridor to the left dodging all those nasties as you 
go. when you reach the wall, press the U key on the keyboard 
to unlock the wall and pick up your second Crystal of Emotion. 

Now get th e ARMOUR. FREEFALL and TRANSPORT 
spells again, go to the Gold World, down the deep crevice 
(remember to use FREEFALL). and to the transporter Just 
like before, but this time transport to the Rock World (level 
I). once there use the ARMOUR spell to get past the Nasties, 
walk left, drop down to the level below, walk rigid, pick up the 
key. and get out through the one way passage. Whilst you're 
down here you might as well pick up two more rocks, and then 
climb up the platforms to get out of here. Go up to the top of 
the level, go all the way to the rigid until you reach the wall 
with the Crystal behind It. use the U key to unlock It. go 
through and pick up your third Crystal of Emotion. 

Now get the FLY. FREEFALL and TRANSPORT spells, 
go to the Gold World, down the crevice to the transporter 
and transport to the Magic World (level 3). Drop down to 
the ground level, and run left to pick up the key. Watch out for 
those 4 cards though! It Is possible (and quite easy really) to 
get past them without them touching you. Get the key and go 
all the way to the right end of the screen and touch the far 
wall, then go up the platforms, through the one way passage, 
and then leave the level. 

Now get the FLY. FREEFALL and TRANSPORT spells, 
go back to the Gold World (again!), down the crevice (you 
should know all this by now), then to the right, climb up the 
platforms, only this time don't stop at the transporter, but 
keep on going up as high as you can go. Then use the FLY 
spell to get up to the top platform where the final Crystal is. 
unlock the wall, and go through. Make sure you Jump over the 
one way passage and pick up the Crystal, then go down the 
way passages, go to the transporter (beam me up Scotty!!) and 
transport to level 3. Now run all the way to the right hand side 
of the screen and touch the right hand wall, and then get out 
just as you did before. Exit the level and you should receive 
your final reward!!!! 

TARKUS AND THE CRYSTAL OF FEAR IS COMPLETE! 


ONE ON ONE 

If when you get the ball In 

ONE ON ONE BAS¬ 
KETBALL. you arc facing 
your opponent, press the fire 
button quickly to turn around, 
putting your back between the 
ball and your opponent. 

Also, when playing against the 
computer, be Dr. J. Erving as he 
Is the faster and does not tire 
out so easily. 

We seem to have lost where this 
one came from • so thanks who¬ 
ever you are! 


dit dit dit — dot dot dot — dit dit dit - 


Henry Knowles needs help on Alternative Reality 
: The City and Zork I Any one have the full solution 
to these or any other adventure games? If so there's a very 
deserving cause waiting to receive them. 

One thing that I will say before I go for this Issue is that 
Robotech can contact me on Telnet 128.39.145.226 login : 
skynet <CR> <CR> and then contact your old friend The 
Tipster. 

Until next issue I will say au revolr. auf weldersehn and 
goodbye and I'll leave you with tins final word I NEED 
LETTERS . SOLUTION. MAPS. AND 
QUICK AND CHEERFUL TIPS. 


AU that’s lejl for me to say is that the address is as normal and 
everything sent will get into the magazine sometime. Write to 

The Tipster 
Page 6 Publishing 
P.O. BOX 54 
Stafford 
ST16 1DR 

COME ON TIPPERS • KEEP THE TIPSTER IN TIPS 
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XL/XE UTILITIES 


CONVERSIONS 


his set of four programs might be useful to assembler 
programmers or anyone else who needs to convert 
decimal numbers to hexadecimal or binary and back 

again. 

The ATARI uses values from 0 to 255 so all programs check 
that the number entered Is within the allowable range. If there 
Is an error the TRAP Instruction prevents the program stop¬ 
ping and loops back to line 30. 

DECIMAL TO HEX 

Lines 60 to 75 do the conversion with numbers greater than 9 
being changed to the hex values A to F: 

10 REM DECIMAL TO HEXADECIMAL CONVERTER 
15 REM BY DAVID LAMONT 1992 
20 DIM A $ (1) ,B$( 1) 

30TRAP30:?'ENTERANUMBER.(0TO255)»**>'; 

35 INPUT X 

40 IF XolNT(X) OR XcOOR X>255THEN GOTO 30 
50? :? 'DECIMAL';X;'IS HEXADECIMAL'; 
60A*INT(X/16):A$ = STR$(A) 

65 IF A>9THEN A$ = CHR$(A*55) 
70B-(X-INT(X/16)M6):B$ = STRS(B) 

75 IF B>9 THEN B$ = CHR$(B*55) 

99? A$;B$:GOTO30 

CHARACTERS TO 
NUMERICS 

This one con verts a character string to nu merles. 

10 REM HEXADECIMAL TO DECIMAL CONVERTER 
15 REM BY DAVID LAMONT 1992 
20 DIM X$(2) 

30 TRAP 30:? 'ENTER A HEX NUMBER (00 TO FF) = = = >'; 
35 INPUT XS 

40IFX$(1)<"0*ORX$(1)>'FF"ORXS(2)<*0'OR 
X$(2)>’F“ THEN 30 

50? :? "HEXADECIMAL *;X$;'IS DECIMAL'; 

60A = ASC(XS):IF A>64THEN A=(A-55)*16:GOTO70 
65 A= (A-48)“ 1 6 

70B = ASC(XS(2)):IFB>64THEN B = B-55:GOTO 80 
75 B = B-48 
80 ? A + B 
99? :GOT O 30 


by David Lamont 


DECIMAL TO BINARY 

This one checks the value of the number entered and assigns a 
1 or O to each of the eight bits. 

10 REM DECIMAL TO BINARY CONVERTER 

15 REM BY DAVID LAMONT 1992 

30 TRAP 30:?‘ENTER A NUMBER (0 TO 255)-*»>*; 

35 INPUT X 

40IFXolNT(X)0RX<00RX>255THEN GOTO 30 
50 ?:?'DECIMAL';X;' IS BINARY"; 

55A*0:B«0:C = 0:D = 0:E-0:F«0:G-0:H.0 

60 IF X>*128 THEN X*X-128:A»1 

70IFX>.64THENX-X-64:B*1 

80 IF X>.32 THEN X*X-32:C*1 

90 IF X>b 16 THEN XaX-16:D»1 

100 IF X>-8THEN X«X-8:E=1 

110 IF X>»4 THEN X = X-4:F=1 

120IFX>*2THENX = X-2:G = 1 

1 30 IF X= 1 THEN H = 1 

140? A;B;C:D:E;F;G;H 

150? :GOTO30 


BINARY TO DECIMAL 

This one determines the length of the binary number 
and starts at the Least Significant Blt(LSBorbitO). 
Theconverslontakesplacelntheloopfromllne50to 
80. Line 70 Is where each bit Is multiplied by t he bit 
value (1 to 1 28). Variable Z Is the bit value which Is 
doubled each time. Variable D Is a cumulative decim¬ 
al value. 

10 REM BINARY TO DECIMAL CONVERTER 
15 REM BY DAVID LAMONT 1992 
20 DIM X$(9) 

30 TRAP 30:? :?'ENTER A NUMBER":? "(0 TO 
11111111 ) = = = >"; 

35 INPUT Q:X$ = STR$(Q):X = LEN(X$):Z=1 :D = 0 
40 IFX>8THEN 30 
50 FOR Q = X TO 1 STEP -1 
60A=VAL(X$(Q.Q)):IFA>1 THEN 30 
70 A = A'Z:Z = Z*2:D = D*A 
80 NEXT Q 

160? :? ’BINARY';XS;' IS DECIMAL'; 

170? D 
1 80 GOTO 30 
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Dean Garraghty Software 
For Atari XL/XE software! 


• PI) library . We currently have 166 disks (mostly double sided) in 
our PD library. These are not just re vamped Page 6 disks. Many of 
the disks arc not available elsewhere in the UK. Prices range from 
£1.25 to £2 a disk, depending on how many disks you arc ordering 

• News-Disk. We publish an on-disk newsletter, called News-Disk. 
We have produced 12 issues of this so far which can be bought as a 
back issue pack for just £5.95. These disks are packed with articles 
from all around the world. A subscription to the News-Disk costs 
just £5 for 4 issues 

• Commercial Software Publishing. We sell some unique commer¬ 
cial software products in the UK. We have our own Digi-Studio 
digitized music system available at the new low price of just £6.95. 
We also distribute most Power Per Post products in the UK. This 
includes the QUICK programming language at £12.95 (new low 
price!), the Screen Aided Management 80 col. desktop at £12.95. 
Quick Ed font editor (with mouse and touch tablet facilities) at 
£4.95, and three games: Rubber Ball, Glaggs It. and Mine Sweeper 
at £4.95 each, or all three for £12.50. Details of these arc in our new 
printed catalogue 

• New and used software and hardware. We also buy and sell used 
software and hardware. You can also exchange your unwanted items 
for P.D. disks from our library. Ihc software and hardware is then 
sold off cheaply. Give us a ring if you have something to sell 

To receive our latest 20 page catalogue of P.D. and commercial 

software items, please send an A5 sized stamped addressed envelope 


to: 


D.G.S., 62 Thompson Ave., Balbv, Doncaster, DN4 ONU 
Or phone us on: (0302) 855026 


NORTH OF SCOTLAND ATARI USER GROUP 


FUTURA 

THE ULTIMATE ATARI 8-BIT EXPERIENCE 
ISSUE 8 OUT NOW 

ISSUE 9 - OUT 1st SEPT. 

Price: DISK El .95 each (Cl 1.00 (or 6 Issue subscription) 
PRINTED COPY & ISSUE CASSETTE £3.95 

Bmck Immuo dlmkm ovmllmblo for only Cl.SO omch 
It you mrm new to FUTURA Jumt monel Cl for m mmniplo etlmk 
or C2 tor mmmplo commotio 
All prlcom Includo UK pAp. Intornmtlonml pAp oxtrm 

NOSAUG PD 

THE NOSAUG ATARI 8-BIT PUBUC DOMAIN LIBRARY 

100+ double sided disks of the highest quality including many 
NOSAUG theme disks 


eg. SPORTS EXTRAVAGANZA 
THE TOP MEGADEMO 
TEXTPRO V4.54. 

QUICK LANGUAGE OEMO 
I LOVE MV ALPHABET 


MEGABLAST 
BEST OF ANALOG 
PARROT II OEMO 
URBO BASIC PRO. KIT 
SUPERDOS V5.1 


Prices: 1- 4 disks £1.95 each 5* disks £1.50 each 
Special oiler: 10 NOSAUG PD disks lor £10 (oiler ends 30th September) 

THE NOSAUG PD CASSETTE LIBRARY 

15 cassettes featuring the very best in XL/XE public domain software 

eg. GAMES 1-4. UTILITIES. AMAZING DEMOS. KIDS FUN etc. 
Prices: 1 - 3 cassettes £2.96 each. 4. cassettes C2.5C each 
All NOSAUG PD cassettes contain 6-12 programs 
(that's 20 - SOp per program!) 

Full NOSAUG PD listings available with Futura issue 8 or by SAE 

Please make cheques PO's payable to SJ. Murray and send to: 
NOSAUG. c/o S.J. Murray. 71 Walker Road. Tony. Aberdeen. AB1 30L 

Scotland 


TIGER DEVELOPMENTS 


FOUR NEW RELEASES! 

recent* gamed the e.elusive nghts lo produce and se« the following two great 
me* in the UK ... 


MIECZE VALDGIRA 

Don't be pot oft by the name* This is a superb arcade adventure Incredibly smooth 

of screens and great music make this one ot the best games ol its lype 

DISK ONLY £4.99 

KULT 

Kult - a superb tast acton shoot em up It features boautituBy drawn mode 8 graphics, 
great mac lots of erf's weapons to colled and some great aliens to blast Kult is a 
v*y aooctve game DISK ONLY £4.99 

More. W# are allowed lo moll a lunitmd number ot the above games outside ff»e UK - 

ml 

sroprammers _ 

THE CITADEL 

The arcade game features 26 colourful levels with boulders blocks, pits, bombs and 
teleporters Can you work out al the puzzles to escape the Citadel before limn runs out? 
Th. tascevamg game features a "> •'>•*>«* *"*• ’^I^ONLY £2.99 

TARKUS AND THE ORBS OF DOOM 

Th» toaow up to me very popular Tarkus and the Crystal of Fear is an arcade adventure 
lor one or two players s-nultaneously Th* time Tarkus has the help of h* 0 iant pel 

~~ *'-P*"*»°^*'* —- * 'oiSK 'oNLY*£2.99 

The above two mma bending games can be ordocod on a double pack too' 

THE CITADEL. TARKUS II DOUBLE PACK DISK ONLY £4.99 


LIZARD Battle your a 
shoot em up Destroy the 


System in this horizontal* scroaing 
i the toroeHetds protecting the huge 


1 cells to bring do* 

each planet New Aten User Issue 6) in&U best ymV' 

DISK ONLY £4 99 

TARKUS AND THE CRYSTAL OF FEAR A best sailing scrolling 
arcade adventure Now Aton User Issue S « A tmg thumbs up to tho author ol Tartus 

DISK ONLY £4.99 

COMPILATION TAPE 1 Mwaton Z*oon. Tarku. and th^Cr^rf* of Fear. 


Bong II and S paed Fos on one tape 
THE TIGER DEMO Ptayabfe 


SETTE £7.99 

ol trve ot our games on ono public 

DISK ONLY £2.99 

MISSION ZIRCON DISK £4.99 BOING II DISK £2 99 

SPEED FOX DISK £2.99 BOING ll/SPEED FOX DISK £4 99 

PROG. WORKSHOPS 1 • 4 DISK each £3.99 

We are always looking our lor Quality software, whether it is game, or more senous 
programs M you have written anything that you think we may be mteiestod «. why not 
send S to us with a view to pubkehmg 

Sand SAE for further details of fhs above products 
Plsas# maks chaquasPO a payable to Tlgar Developments 
Please note our new address: 

TIGER DEVELOPMENTS, 159 WARLEY ROAD, HALIFAX. 
WEST YORKSHIRE HX1 3TW, ENGLAND 


BACK ISSUES 


The following back issues of 
NEW ATARI USER are still available 


Issue 

31 

Issue 43 

Issue 

53 

Issue 

33 

Issue 44 

Issue 

54 

Issue 

34 

Issue 45 

Issue 

55 

Issue 

36 

Issue 46 

Issue 

56 

Issue 

37 

Issue 47 

Issue 

57 

Issue 

38 

Issue 48 

Issue 

58 

Issue 

39 

Issue 49 

Issue 

59 

Issue 

40 

Issue 50 

Issue 

60 

Issue 

41 

Issue 51 

Issue 

61 

Issue 

42 

Issue 52 

Issue 

62 


DISKS ARE AVAILABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUES ire £2.00 eich in the UK (inc. post & packing). 
£2.50 for Europe or surface mail elsewhere and £3.50 
for Air Mail outside Europe. Prices include postage 
ISSUE DISKS are for any 48k or 64k 8-bit Atari 
Each disk is £2.95. Postage FREE in U.K. 

Overseas add £1 per order (any number of disks) 

Send your order to 

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 
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XL/XE TYPE-IN 


DANGEROUS DUf 


L ife can be hard on the olhcr side of the world, especial¬ 
ly if you bought an ATARI 800XL during the big home 
computer push of the mid eighties only to find yourself 
stranded with no support after a couple of years, but I have 
persevered and with the help of scarce software, books and 
magazines the 800XL Is still used for school projects, home¬ 
work. correspondence and record keeping. It may not be as 
sophisticated as more modern computers but It still does the 
Job I originally bought It for. 

Problems do still arise from time to time especially when I get 
creative and try to write games. BASIC games can lie slow and. 
in spite of the wonderful colours, can look ordinary-. That’s 
when I decide to try things that other people had put In their 
programs only to find I couldn't follow their code. 

Program listings are fine for typing In and running but are 
hard Iq learn from. My aim here Is to explain what I have done, 
why I have done It and. most Importantly, how. I am no expert 
in BASIC programming but there may Ik* something here that 
will help you. 

The first thing I learnt to do to when writing programs was 
redefining character sets. Then followed player/missile 
graphics and a nifty machine language routine for fast P/MCi 
vertical movement. A new thing I have been using lately to 
speed things up Is dividing my games Into two programs. The 
first redefines character sets, sets up P/MX». Includes a title 
screen, has Instructions and then loads part two. Part two 
contains the essential code for the game and runs faster 
without all the distractions of part one. 

All these things are contained In my latest game 'Dangerous 
Dungeons". 


BUILDING A DISPLAY 


Character graphics Is one of the easiest ways to get a graphics 
display on the ATARI. Individual characters within the set can 
be changed to suit any purpose and It’s relatively straightfor¬ 
ward. 

To redefine characters you must first copy the normal charac¬ 
ter set from ROM to RAM. Before you can do that you must 
first find tt. The normal character set resides in 2K of ROM 



Figure 1 


beginning at the location determined by the contents of loca¬ 
tion 756. The starting address must be found and this Is done 
by multiplying the contents of location 756 by 256. My prog¬ 
rams. therefore, contain the following statement: 


CHORG=(PEEK(756)*256) 

Now that the character set has been found the next step Is lo 
find somewhere to copy It to. Location 106 contains the page 
number of the top of memory. In all the examples I have seen 
the top eight pages are kept free from use by BASIC so I use 
the following statement: 

CH=(PEEK(106)-8)*256 

The character set Is then copied from ROM to RAM by using: 

FOR Q=0 TO 511 

POKE CH*Q.PEEK(CHORG*Q) 

NEXT Q 


The next thing that has to be done Is to tell the computer to 
use the new character set. This Is done with 


POKE 756.CH/256 


Every time you change graphics modes within a program you 
must execute this statement. 

To modify characters you will need to fill an 8x8 grid. Each 
character Is made up of eight rows or bytes. A byte Is eight 
binary digits, or bits. Each bit has a value from I to 128 and 
they are added to find the total for each byte. The eight byte 
values are then POKEd Into the appropriate character in the 
new set In RAM. 

My programs now have the complete set redefined to one that 
I think looks better than the standard one in ROM. For exam¬ 
ple you can see from Figure 1 that the letter "A” Is made up of 
eight bytes with values of 56. 124. 254. 246. 246. 246. 246 
and 0. 

In Listing 1. line 1040 reads from the data lines the address 
of each character (the Internal codc*8) followed by the values 
for each of the eight bytes. These are then POKEd into that 
address In the new character set. 

Lines 1055 to 1070 contain the data for special characters 
such as «. S. (<i etc. Lines 1080 to 1110 have the numbers 0 to 
9 plus the T symbol. Lines 1120 to 1200 have the data for 
letters 'A' to "Z\ 

As well as modifying some special characters I have also 
redefined \J‘. ”Q' and "X" to represent the player character in 
the game. 


HANDLING VERTICAL 
MOVEMENT 


Vertical movement of P/M graphics In Basic can be done but 
it needs a special machine language routine. It took me a long 
time to work this one one out because, although it was con- 


I 

l 

4 


22 


Issue 63 • New Atari User 



David Lamont presents his 
latest game and explains 
how it was written to help 
you write a game of your own 


lalned in some listings I have, (here was no explanation. 

Tills method uses the command 

X=USR(1536,loc,START ♦old,START *new) 

X Is a dummy variable, anything ran be used. Location 1536 
Is where the machine language routine can be found. Variable 
"loc" Is the memory location where the da # ta for a player or 
missile Is stored. START♦old Is the current vertical location. 
START+new Is where the Image Is to be relocated. 

It Is best to clean out locations 1536 to 1792 to ensure no 
unwanted data corrupts the routine. I use 

FOR Q=1536 TO 1792 

POKE Q.O 

NEXT 0 

Now POKE I he data In starling at location 1536. Lines 2100 
to 2102 contain the machine language code for vertical P/M 
movement. Lines 21 10 to 21 15 contain the Images of each 
player. The first number In each data line Is the size of the 
player. The rest Is the data that determines Its shape. Just like 
character graphics. Tills program uses three different shapes. 
Any player can be any of the defined shapes. 

The next thing to do Is to find free memory to store the P/M 
details. Use location 106 again: 

MYBASE=(PEEK(106)-24) 

You will see that I have left the top 24 pages free to ensure the 
redefined character set is not disturbed. POKE this value into 
location 54279 to tell the computer what page number to go to 
for P/M data. 

The start of P/M Information Is found by taking the page 
number and multiplying It by 256. 

START=MYBASE*256*384 

I have also added an extra 384 bytes because a small amount 
of space is kept free. The rest Is divided into 128 byte sections, 
one for the four missiles and one each for the four players. 
Everything Is now ready to be used. 


OK 

EG 

EZ 

rr 

xz 

FO 

00 

NN 


DANGEROUS DUNGEONS 
Listing 1 
by David L anont 


AUG 1993 * 


1 REM 

2 REM * 

3 REM * 

4 REM « 

5 REM « - 

6 REM * NEW ATARI USER 

7 REM 
0 REM 

hh se gosub ieee 

TP 900 GOSUB 8000 

UL 999 RUN "D:DUNGEON?" 

MN 1000 GRAPHICS 0:POKE 710,S2:POKE 

9:POKE 752, 1 : Z = 243 _ 

IN 1010 POSITION 12,9:7 

POSITION 12.10:7 ‘ CIMTAE : * ’ ‘: POSI 

TION 12,11:7 

AM 1020 POSITION 12,13:7_ 

I POSITION 12,14:7 : POS 

ITI ON 

GS 102S CHURG:CPEEK C756)*2S6) :CH-CPEEKC10 


712.9 



6)'0)«256 

SC 1030 FOR 0=0 TO 51l:P0KE CH«Q,PEEKCCHO 
RG*0) :Z=Z~0.1 .'POSITION 10,12:7 ; INT CZ1 
I" "J NENT 0 

PT 1040 RESTORE 1055:FOR 1=1 TO 4b:READ A 


DDR:FOR J = 0 TO 7:RE AD C:POKE CM*ADDR*J 
.C:NEHT J:Z=Z-0.5 

MV 1050 POSITION 10,12:'* ;1NTCZ»;“ •• 1 NEHT 

I 


OD 1055 DATA 256,251,251,251,0,191,191,19 
1,0,400,20,103,103,103,62,24.24,30,472 
,56,230,230,230,124,24,24,120 
CV 1060 DATA 32.0,112,120,249,143.143,120 
,112,40,60,102,102,102,255,255,255,255 
,224,231,151,231,153,231,153,231.24 
GA 1070 DATA 72.7,5,5,253,165,165,165.7,2 
4.247,157,745.7,226.175.185.239,740,62 

VA 1000 DATA 170,174.230,230.254.754,254, 
124,0.136,56,240.56,56.56,254,254.0,14 
4.124,190,20,112,264,254,254.0 
VK 1090 DATA 152.254,20,120,20.206,254,12 
4,0.160,220,720,270,220,254,20,20,0.16 
0,254,224,252,14,230,254,124,0 
HC 1100 DATA 176,126,224,252,230.230,254, 
124,0,104,254,14,14,20.60.120,170,0.19 
2,174.230.124,230,254,254,124,0 


continued overleaf 


I lave a look at lines 9521. 9541.9561.9581 and 9615 In 
Listing 2 to see how the P/M players are used. I use a variable 
name for the location of the player's shape data. c.g. 

WIZ 1 = 1580. LIB 1 = 1601. START*Y1 Is the vertical location that 
a missile is to be erased from and START*YN I Is Its new 
vertical location. Adding 128. 256. 384 or 512 Identifies play¬ 
ers 1 to 4 respectively. By using a different location In lines 
9521 and 9615 you will see that player 1 can be used as two 
different shapes. 

I also try to make my programs as modular as possible. This 
means that 1 can copy sections from one program to another 
rather than start from scratch. 


PLAY THE GAME! 


To play Dangerous Dungeons type In and save each program. 
Load and run program one which will In turn run program 
two. Program two can be run over and over again but If you 
happen to press RESET at any time then you must start again 
with program one. 
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UR 1110 DATA 200,124,238,126,14,230,254.1 
24,0,8,124,124,124,124,0.124.124,0 
OK 1120 DATA 264,56.124,254,246,246.246.2 
46,0,272.252,230,252,230,254,254,252,0 
,280,126,224.224,224,254,254,126,0 
OF 1130 DATA 280.248.236,230,254.254,252, 
248,0,296,254,224,252,224,254,254,254, 
0,304,254,224.252,240.240,240,240,0 
MM 1140 DATA 312,126,224,238,226.254,254, 
126,0,320.246,246,254,246,246,246,246, 
0,328,254,124,124,124,124,124.254,0 
TM 1150 DATA 336,0,24,218,251,251.255,254 
,124,344,206,220,248,252,222.222,222,8 
,352,224,224,224,224,254,254,254,0 
IK 1160 DATA 360,198,238,254,254,238.238, 
238,0,368,230.246,254,254,254,238.238. 
0.376,124.238,238,238.254,254,124.0 
LI 1170 DATA 384,252,238,238,252,240,240, 
240.0,392.124,126.62.254,754.14.126.56 
,400,252,198,254,252,222.222,222,0 
AA 1180 DATA 408,126.224,124.6.254,254,25 
2,0,416.254,124,124,124,124.124,124,0, 
424.246,246,246,246,254,254,124,0 
GY 1190 DATA 432,246,246.246,254.124,56,1 
6,0,440.238,238,230,254,254,238.198,0. 
448,62,126,124,127.127.112.126.28 
CL 1200 DATA 456,238,230,124.56.124,124,1 
24,0,464.254,30.60,120,754,254.254,0 
MK 2000 REM 

KC 2030 FOR 0=1536 TO 1792:POKE 0,0 
OP 2040 Z=Z-0.1:PO5ITION 18,121? ;1MTCZ>; 
•• •• I NEXT O 

RF 2050 C00C = 1S36:F0R A = 0 TO 751 READ 8 1PO 
KE CODE* A . t) : Z = Z - 0.1 

MV 2055 Z=Z-0.1IPOSITIOM 18.121? JINTCZlJ 
'• " 1 NEXT A 

KH 2060 MYBASE=PEEK C1061“24:POKE 54279,MY 
BASE:POKE 559,46:POKE 53777,3iPOKE 623 
,16 

V0 2080 START = MYBASE H 256* 3841 FOR CLEAR:0 
TO 639:POKE START♦CLEAR.8:Z=Z~0.1 
MK 7085 Z=Z-0.1:P05ITXOM 18,121? JINTCZ); 
•• •• I MEMT CLEAR 

SE 2100 DATA 104,162.5,104,149,220,202.16 
,260,196.220,198.222,160.0,177.224,170 
OB 2101 DATA 168,165.223,240,9,169.0.145, 
222,136.208,249,138,168.165,221,240.7. 
177,224 

UN 2102 DATA 145,270,136,208.249,96 
PM 2110 DATA 10,0,0,60.118.255,255.255,25 
5,126,60 

UJ 2112 DATA 9,4,8,60.126.255.255,255.126 
,60 

CB 2115 DATA 10,60.126,219,219,255.195,25 
5.126,36.102 
EF 6000 REM CTF-iai 

TO 6010 GRAPHIC5 2:POKE 708,52:POKE 712,1 
13:POKE 710,113:POKE 752,1 
JT 6015 POKE 756,CH/256 

LU 6020 ? 06;"_" 

KD 6030 ? 06;" DANGEROUS DUNGEONS" 

ZY 6040 ? 06 

NM 6050 ? 061" A" 

AV 6055 ? 06 

UF 6060 ? 06;" MAGICAL" 

AY 6065 ? 06 

IY 6070 ? 06;" ADVENTURE" 

MM 6080 ? B6;"-" 

S5 6100 FOR N=1 TO 6:READ A,B 
BU 6110 SOUND 0,A,10,8:SOUND 1,A/2,10,8:F 
OR D = 0 TO B**70: NEKT D 
UG 6120 SOUND 0.0,O.0:SOUND 1,0,0.0 
MI 6130 NEKT N 

KN 6208 DATA 171,2,191.2.143,2.127,1,95.1 

.113,4 _ _ 

TS 6510 ? :? " PRESS OR 

O" 

ML 6630 POKE 53279,0:POKE 732,0 
VK 6640 IF PEEK C532791=6 THEN RETURN 
ZT 6645 IF STRIG C0> =0 TMEN RETURN 
LO 6650 IF PEEK C7321=17 THEN GOTO 7000 


ADVENTURE* 


UU 6660 GOTO 6640 
SK 7000 REM 

OY 7005 GRAPHICS 0:POKE 710,180:POKE 712, 
10O:POKE 709,12!P OKE 752,1 
bj 7010 ? " i»7-i:ui4:nnf 

HG 7020 ? "A great disaster has befallen 
Castle" 

BM 7030 ? "Braintree the ancient hone 
of the" 

NJ 7040 ? "wizards, invaders have destroy 
ed the" 

OD 7050 ? "Great Library and the books of 
Magic" 

VT 7055 ? "once securely chained and pad 
locked" 

KL 7060 ? "lie scattered below. RandOM wa 

gic is" 

ZD 7070 ? "leaking from the books and 
doing" 

Ql 7088 ? "nasty and unpredictable thi 
ngs 

RZ 7098 ? "Already several wizards have 
been" 

EA 7100 ? "turned into fruit and the lib 
rarian" 

PS 7110 ? "is now an orange bug." 

YT 7120 ? :? "You are Mizard 3rd Class 
Hindrush" 

GL 7130 ? "the Unsteady. You have been 
chosen" 

HG 7140 ? "to go into the dungeons and 
return" 

bd 7158 ? "the books, chain, padlock and 
key to" 

OK 7160 ? "the Great Library." 

NV 7170 ? :? "Keep an eye out for sone fr 
uit and a" 

JO 7180 ? "bug while you ar e do wn there.•• 
BD 7450 ? I? " PRESS IU4ld TO CONTIN 

UE" 

OC 7460 POKE 732,0 

SG 7490 IF PEEKC732>=17 THEN GOTO 7500 
KU 7495 GOTO 7490 
LG 7500 ? "•»" 

tr 7510 ? "Use the joystick to Move lef 
t and" 

OZ 7520 ? "right. use the trigger to Ju 

mp up." 

NO 7530 ? "If you fall More than one le 
vel at" 

TV 7540 ? "a tiMe it will hurt." 

GZ 7558 ? i? "Mhen you have collected 
all of the" 

NO 7560 ? "iteMS on each screen Make your 
way to" 

HK 7570 ? "the top right corner to go o 
nto the" 

CB 7580 ? "next one." 

PM 7590 ? :? "There are ten screens to d 
o but you" 

ON 7600 ? "Must hurry before your tiMe ru 
ns out" 

VD 7610 ? "and Castle Braintree is destro 
yed in" 

NM 7620 ? "a cataclysMic burst of randoM 
Magic." 

MZ 7630 ? J? " Good lUCk!'* 

KV 7930 ? !? " PRESS TO BEGI 

M" 

FO 7935 POKE 53279,0 

ZE 7940 IF PEEKCS3279>=6 THEN RETURN 
AA 7945 IF STRIGC0»=0 TMEN RETURN 
MM 7960 GOTO 7940 
DI 7999 RETURN 

MC 8000 GRAPHICS 17:P0KE 712,35:P0KE 708, 
202 

JS 8005 POKE 756,CH/256 

KT 8010 POSITION 7,6:? 06J"PLEASE"1POSITI 
ON 8,8:? 06;"MAIT" 

OD 8820 POSITION 3,10:? 06J"MMILE PROGRA 
M" :POSITION 7.12:? 06;"5TARTS" 

DJ 8999 RETURN 
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QK 1 REH *H 
EG 2 REM « 
FM 3 REM ** 
MF 4 REM ** 
IZ 5 REM « 


DANGEROUS DUNGEONS 
Listing 2 
by David LaMont 


FO 6 REM « NEN ATARI USER - AUG 1**3 « 

NN 8 REM 

AD 38 LXFE=3:LEUEL=S:LOCK=0:KEY=8:FALL=6: 
CHAIN=0:PMF = 8:T URN-8 

RN 48 SC0RE=8:B00K=8:TXME=78:MAN=2 

FP 58 KS=INTCRNOC0>«5)*1:LS=INTCRNDC1>»5> 
• 1:CS=INT CRND <0>«5)*1 

VL 55 HPl=53248:HP2=S3249iHP3=532S8:HP4=5 
3251:MM1 = S325 2I MM2-53253:MM3 = 53254:MM4 
=63255 

UT 68 MIZ1=1588:HIZ2=1580:MXZ3=1S91:MIZ4= 
1591>LIB1=1601 

IG 65 MYBASE=PEEKC186>>24:START=MYBASE»25 
6*384 

MY 78 CM=CPEEKC1861-81N256 

MM 75 GRAPMXCS 17:POKE 709,12:POKE 788.28 
2:POKE 712.227 s POKE 718.246 

EG 88 POKE 16,64:POKE 53774,64SPOKE 752.1 

HM 85 POKE 784,37 S POKE 70S,196:POKE 786,5 
2:POKE 787,148 

DP 98 POKE 756,CM/256 

GO 95 POKE 559,46:POKE 53277,3:POKE 623.1 


sf lee rem iiftm:nctt.hi§ m 

NT 185 STK=STICKC0> 

WU 186 IF STRIG C8> 28 AND JUMP<5 TMEN GOSU 

8 888 

LJ 118 IF STK=7 TMEN GOSUB 488 
SD 148 IF STK=11 TMEN GOSUB 588 
AO 150 IF PXCKUP=0 AND PK=19 AND PY = 4 TME 
N GOSUB 3888 

UM 168 IF LIB=1 AND Gl<258 THEN Gl=Gl*4tP 
OKE MPl.Gl 

VS 288 LOCATE PX.PY*2.FLSIF (FL<>192 AND 
STRIGC8>=1> OR CFL0192 AND JUMP=5> TM 
EN GOSUB 988 

AO 218 TURN=TURN*l:IF TURN-28 TMEN GOSUB 


CL 220 IF TURN=25 TMEN GOSUB 750 
GM 248 IF PEEK 153252)=* AND LIB = 1 THEN PO 
KE MPL.BTGOSUB 1488 

TL 258 IF PEEK C532521=9 TMEN POKE HP1,8:G 
OSUB 2188 

VZ 255 IF PEEKCS3253>=9 TMEN POKE HP2,8:G 
OSUB 2188 

ML 268 IF PEEK 1532541=9 TMEN POKE MP3,8:G 
OSUB 2100 

ZZ 265 IF PEEK C532551=9 TMEN POKE MP4.8:G 
OSUB 2100 

ZJ 360 IF FL=192 AND FALL<0 THEM GOSUB 18 


MO 370 IF FL=192 TMEN JUMP=0:FALL=6 
DV 390 TIME=TIME-PEEKC19):POKE 19,0:POSXT 
ION 16,23:* «6 ; TIME ; ** •*: IF TIME = 0 THEM 


GOTO 10000 
NB 399 GOTO 100 
BN 480 REM 
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in ra ikii i mi 


ZG 704 YD=lbsX4=XNTCRNDC0>»19>*l:LOCATE X 


FH 910 PY=PY*1 

4.Y0.C4 


YM 920 IF HON = l THEM POSITION PX.PYS? B6 j 

DD 705 YE:20:X5-IMT (RND (0)*19) * 1:LOCATE X 


"Cl" S POSITION PM,PY*1S? Bb;"I" 

S,YE.C5 


PK 925 IF MAN=2 THEN POSITION PX.PYS? B6; 

JU 715 SOUND 2,20.2.5 



MX 720 XF C1=32 OR Cl=241 OR Cl=250 THEM 


RG 930 IF FL=60 THEM GOSUB 2000 

POSITION Ml.YA-lS? Ob ;••>■• :POSITION XI. 


TH 940 IF FL=62 THEN GOSUB 1200 



T6 950 IF FL=35 OR FL=37 OR FL=41 THEN GO 

RC 725 IF C2=32 OR C2=241 OR C2=250 THEM 


SUB 600 

POSITION X2.YB-1:? B6POSITION M2, 


FB 995 FALL=F0LL~1 

YBS? Hb POSX T ION X2.YB»lS? Bbj">" 


OY 999 RETURN 

NF 730 IF C3=32 OR C3=241 OR C3=250 THEN 


pi 1000 rem 3HH£IiM£XI] 

POSITION X3.YC-1:? M6 ;••>•* :POSITXON XI, 


LH 1005 DM=PXsDY=PV«lSIF DX=19 THEN DM=10 

vc:? 06 composition M3.YC41S? «•;">" 


0R 1010 POSITION PM.PYS? B6;" "{POSITION 

EK 735 IF C 4 = 3 2 OR C4 = 241 OR C4=2S0 THEN 



POSITION X4.YD-1S? Mb ; *•>••: POSIT ION X4, 


BK 1020 POSITION DM.DYS? Mbj’fS" 

YDS? Mb ;••>•• S POSITION X4 , YD ♦ 1 S ? BbJ">" 


HF 1030 FOR BD=15 TO 0 STEP -2 

XN 740 IF C5=32 OR CS=241 OR C5=250 THEN 

fine Y T T All WK UK _ • • i l(\ II i RAC TT TAM UK 


MY 1040 SOUND 0.50.B.DD 

POoXTiiiii nt> poo x T 1 on 

YE 1 ? Mb COMPOSITION M».VE*ll? MjO" 


EL 1050 FOR 0-1 TO lb DD S NEXT D 

HO 1060 SOUND 0,0,0,0 

KU 745 XF C1=241 OR C2=241 OR C3=241 OR C 


IR 1070 BENT DD 

4=241 OR C5=241 THEN GOSUB 1200 


PR 1090 FOR 0=1 TO 200 S NEXT D 

KS 746 IF C1=250 OR C2=2S0 OR C3=250 OR C 


BY 1100 LIFE=LIFE-1{POSITION 7.23S? Bb;LI 

4=250 OR CS=250 THEN GOSUB 1700 


FESIF LIFE=0 THEM GOTO 10000 

AM 749 RETURN 


ZU 1110 FOR 0=15 TO 0 STEP -2 

JD 750 IF C1 = 32 OR Cl=241 OR Ci = 250 THEN 


FC 1120 SOUND 0,27,10.P 

POSITION M1.YA-&S? M| N ••{POSITION Ml, 





IC 1140 NEXT P 

DI 755 IF C 2 = 32 OR C2 = 241 OR C2 = 250 THEN 


HN 1150 SOUND 0,0,0,0 

• POSITION M2.YB1S? Mb C* "SPOSITION M2, 


VM 1160 POSITION DM.DYS? Mbj" " 

YBS? Mb;.POSITION M2,YB«lS? Mb ;•' " 


ME 1170 IF MAM=1 THEN POSITION PM.PYS? Bb 

Ml 760 IF C3=32 OR C3=241 OR C3=250 THEN 


1"0" :POSITION PM.PY41S? Bb;"t" 



CZ 1100 IF NAH= 2 THEN POSITION PX.PYs? Mb 

VCI? BbC* •* 1 POSIT ION N3,YC*lS? Bb ;" " 


1 "O" SPOSITION PM , PY ♦ 1S ? Mb } "J •• 

OO 765 IF C 4 = 3 2 OR C4 = 241 OR C4 = 25B THEN 



POSITION M4,YD-lS? BbC* ••tPOSITION M4, 


FT 1200 REM 

YDS? Bb;** " S POSIT ION M4,VD«lS? BbC* ** 


MM 1210 SOUND 2,20,2,5 

JT 770 IF C5 = 3 2 OR C5 = 241 OR'CS = 250 THEM 


PC 1220 FOR 0 = 0 TO 50 S NEXT D 

POSITION M5.VE-1S? BbC* •'SPOSITION M5, 


XH 1230 SOUND 2.0,0,0 

YES? MbJ" "{POSITION M5,VE*lS? Bb" 


AH 1310 GOSUB 750 

II 700 TURN=0 


MV 1320 GOSUB 1000 

MU 795 SOUND 2,0,0,0 


BV 1329 RETURN 

AM 799 RETURN 


IO 1400 REM fiTiaillsTaa.ItM 

me 000 rem mnu 


CV 1405 POKE 53270,2S5 

UM 001 LOCATE PM.PY-1.PZ:XF PZ=192 THEM J 


ZO 1410 SCORE=SCORE«500:POSITION 2,lS? Mb 

UMP=5SRETURN 


;SCORE s LXB=2 

HO 005 POSITION PX.PYS? B6; •• "SPOSITION P 


OJ 1420 FOR 5=250 TO 200 STEP -4 

M,PY?lS? B6 ; •• " 


MZ 1425 SS=XMT(RND(0)*100)*1 

VS 015 IF PZ <>192 THEN PY = PY~1 


SM 1430 SOUND 0,SS,10,0SSOUND 1,55/2,10,0 

YM 020 IF MON=l THEN POSITION PM.PYS? Mb; 


JP 1440 NEXT 5 

"Cl" SPOSITION PX.PY41S? B6;"I" 


UO 1450 SOUND 0.0.0.OSSOUND 1,0,0,0 

PJ 025 IF MON=2 THEN POSITION PM.PYS? B6J 


CS 1499 RETURN 

•IMPOSITION PM , PY *1 S ? 861 "I" 


SM 2000 REM 

PT 030 IF PZ=35 OR PZ=37 OR PZ=41 THEN GO 


10 2010 PICKUP=PICKUP—15 SCORE=5CORL*10!BO 

SUB 600 


OK=BOOK*lsPOSITION 2,lS? BbjSCORE 

ZF 040 IF PZ = 60 THEN GOSUB 2000 


TF 2020 FOR 5=250 TO 150 STEP -4 

BG 050 IF PZ=62 THEN GOSUB 1200 


YE 2030 SOUND 0,S,10.0SSOUND 1,5-100.10,0 

XH 095 JUMP= JUMP•1 


JX 2040 NEMT S 

OX 899 RETURN 


UJ 2050 SOUND 0,0,0,0SSOUND 1,0,0,0 



CL 2099 RETURN 

HE 901 JUMP=5 


MY 2100 REM 

HB 905 POSITION PX.PYs? Bb;" "SPOSITION P 


MM 2105 POKE S3270,255sPICKUP=PXCKUP-l 

M,PY*1S? 86;" " 


AZ 2110 5CORE=SCORE*200SPOSITION 2,lS? M6 
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;SCORE:wizard=wizard*i 

OE 2120 FOR 5=250 TO 200 STEP -4 
MU 2125 SS=INT(PHD(0)»l00)* 1 

CK 2130 SOUND 0,55,10,8:SOUND 1,55*100,10 

.8 

JK 2140 NEXT 5 

UL 2150 50UND 0,0,0,0:SOUND 1,0,0,0 
CN 2155 RETURN 
V0 3000 REN 
ME 3001 TURN=0 

PK 3005 SOUND 2,0,0,0:POKE HP1,0:POKE MP2 
,0:POKE HP3,0:POKE MP4.0 
ME 3010 IF SC R=10 THEN GOTO 4600 
HA 3020 ? Ub; "K": POKE 712,S0:POKE 700,202 

IB 3021 POSITION 0.0:? 06; ••_ 

• • 

OF 3025 POSITION 5,2:? 06; "HELL DONE** 

VV 3026 POSITION 3,4 : * W6:* ffJTan OTHTO 
0 " 

UZ 3030 POSITION l,7t? O6;'*Y0U MOVE CONPL 
ETEP** 

ON 3035 POSITION 6,5:? 06;"SCREEN ";SCR 
BM 3040 POSITION 2,12t? 06:**BUT THERE'S S 
TILL** 

KG 3045 POSITION 3,141? 06; **HORE WORK TO 
DO** 

IT 3050 POSITION 5,102? 06;**KEEP GOING!" 
AE 3060 POSITION 0,20J? 06;"_ 


GU 3100 FOR P=100 TO 50 STEP -2 

DF 3110 SOUND 1,P-20.14,0 

NM 3120 SOUND 0,P,10,0 

NB 3130 FOR D=1 TO lO.'NEXT D 

IE 3140 NENT P 

IE 3160 SOUND 1,0,0,0 

MU 3170 SOUND 0.0.0,0 

PU 3105 FOR 0=1 TO 100:NEXT D 

BG 3150 GOSUB 5000 

CO 3155 RETURN 

zo 4600 reh KEirara 

FS 4610 GRAPHICS 1 SPOKE 7S6.CH/256 
UU 4615 POKE 16,64:POKE 53774,64SPOKE 752 
.1 

SO 4620 SETCOLOR 0.1,12:P0KE 710.113:P0KE 
712,113 

UJ 4625 SETCOLOR 1,1,12 

IN 4630 POSITION 0.02? 06; **_ 

VH 4635 POSITION 3.2:? 06;"CONGRATULATION 
S" 

VO 4640 POSITION 3.4:? 06;'*OT£EE PIBEIHH 

B" 

UL 464S POSITION 3,6:? O6;"Y0U HAVE SAVED 

OZ 4650 POSITION 2.0:? 06,'"CASTLE BRAINTR 
EE" 

KJ 4655 POSITION 5,12:? O6;"Y0U RESCUED " 
POSITION 5,13:? 06;WIZARD:POSITION 7, 
14:? 06;"WIZARDS" 

GW 4660 POSITION 6,16:? 06;"AND SAVED ":P 
OSITION 5.17:? 06;BOOK:POSITION 8,10:? 
06;"BOOKS" 

GJ 4670 POSITION 0,15:? 06;"_ 


HK 

4710 

00 

FOL P = 10 0 TO 50 STEP -2 


EM 

4715 

SOUND 1,P-20.14,8 


OJ 

4720 

SOUND 0,P,10,8 


or 

4725 

FOR D=1 TO 10SNEXT D 


10 

4730 

NEXT P 


HZ 

4740 



JF 

4745 



SE 

4760 

GOTO 10320 


D I 

7555 

RETURN 


IE 

5000 

REM 


UZ 

5001 

? 06;"K":POKE 705,12 S POKE 708,202 


:POKE 712,227:POKE 710,246 


HH 

5002 

IF L10=1 THEN LIB=0:POKE 704.37 

AT 

5005 

SCR=SCR*1SPOKE 15,0:POKE 53256, 

0 

YD 

5010 

POSITION 0,0:? 06;" m>U3 

0 


[4«llJil* 1 


OB 

5020 

POSITION 2,1;? 06;SCORE 


SO 

5040 

POSITION 16,1:? 06;SCR 


OY 

5050 

IF CHAIN=1 THEN POSITION 0,1:? 

06 


l *'•*** 



OA 

5060 

IF L0CK=1 THEN POSITION 10.12? 

06 


1"X" 



GK 

5070 

IF KEV=1 THEN POSITION 12,12? 06; 


•ij •• 



LM 

5100 

FOR Y = 2 TO 22 STEP 4 


OS 

5110 

FOR N=0 TO 15 


LB 

5150 

POSITION X , V 2 ? 06; "0” 


MA 

5160 

NEXT X 


HO 

5170 

NEXT V 


WH 

5100 

POSITION 0,232? 06;" IVCT71 ",LIFE 

TT 

ft V 

5150 

T A 

POSITION 10,232? 06;" LttlU ";TIME 

RZ 

RT 

5305 

FOR V =6 TO 10 STEP 4 


FV 

5306 

FOR X=1 TO 6 


BP 

5310 

Q = INT (RND(0)*15> *1 


NG 

5315 

LOCATE 0,Y,Z 2 IF Z = 32 THEN GOTO 

53 


10 



IZ 

5320 

POSITION 0,Y :? 06;" " 


MM 

5325 

NEXT X 


NB 

5326 

NEXT V 


JK 

5335 

rem wiWTiaftiw-n-in 


ZO 

5340 

PX=0 : PY = 20 


HI 

5350 

POSITION PX.PY2? O6;"O**:P0SITI0N 


PX , PY ♦ 1 ! ? 06 ; "1 •• 


OJ 

5400 

REM [^KUSI'I'IX! 


MS 

5410 

REM BS=INT(RNDC0>«10>*5 


SR 

5411 

BS=INT(RND(0>»1> *5:0S=BS*SCR 


KV 

5415 

FOR B=1 TO 0S 


A I 

5420 

V=INTCRNDC01*51*l:Y=V«4 


EU 

5425 

X=INTCRND C1> *15>*1 


XZ 

5430 

LOCATE X,V,C:IF X<>0 AND X<>15 

TM 


EN LOCATE X-1,Y.C3 : LOCATE X*1,Y,C2 


OH 

5435 

IF C2<>32 OR C O 32 OR C3<>32 THEN 


5425 


OG 

5440 

POSITION X.Y:? 06 ;"<" 


DL 

5450 

PICKUP=PICKUP*1 


CY 

nit 

5460 

acoo 

NEXT B 


uo 

WF 

7 D V v 

5510 

WY = INT (RND (01 **5) *1 : YN1 = 14* CWY»16J 


: WY=WY«4 


NS 

5515 

MX = INT(RND(1)*151*1 


GD 

5520 

LOCATE WX,MY.WC:IF MC<>32 THEN 

55 


10 

continued 

* 
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MORE TRANSDISK 

SOLUTIONS 


F ollowing Daniel Baverstock's tel¬ 
ler In Issue 62 Identifying difficul¬ 
ties In using TransDlsk IV. I've 
had some replies on the subject. I owe 
Bill Jackson of Leven. Fife an apology. If 
I'd spent a bll more lime researching last 
Issue's Mailbag. I might have remem¬ 
bered his article In issue 57 of ’New Atari 
User" on TransDlsk IV which outlined the 
cause of Daniel's problem. Thanks for 
reminding me Bill. 

In the meantime. Raphael Espino (who 
wrote the Issue 61 article describing 
ways to overcome TDIV problems) has 
written In with the following Information: 
"First, this Is TWO problems, not one. and 
neither are anything to do with the 
I JOXK. / would like to set the record 
straight at this /mint, because despite 
what may have Ix-en written elsewhere. 
XT and XL menus created on a 64K 
machine WILL work on a I30XE. I know 
this for a /act since menus created on my 
65XE run with no problems on my I30XE. 
The first problem Is that Daniel’s old 
disks will not load on his enhanced 1050 
disk drive. The solution Is to recon/lgure 
the drive. A suitable program Jor doing 
this app<’ared In New Atari User Issue 46 
Ipage 121 written by Phil Cardwell. You 
need to run his program listing I. and 
then change the number of sectors per 
track from 18 to 26 . leaving all the other 
parameters unchanged. Now stick one of 
your old XL/XT disks In your drive and 
reboot, you should find that It will now 
work. Note: you only have to reconfigure 
your drive once when you switch It on. 
After you have done It. It will stay with 
these new settings until you switch the 
drive off again. It should also be noted 
that there Is a bug In Phil's program. The 
first word on line 900 reads DESNITY. 
this should be changed to DENSITY, also 
there Is a line missing which should read: 

1045 POKE CONFIG+5.DENSITY 

Now for the second land hardestI prob¬ 
lem. the problem of formatting new disks 
on an enhanced 1050. When formatting a 
disk. TDIV automatically selects the "best" 
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density available. On a standard 1050 this 
ux>uld be enhanced density: however, on a 
US Doubler 1050 Ior XF-551) It ivould be 
true double density. This Is why you can’t 
copy files from your old disks to your new 
ones, since DOS 2.5 does not support true 
double density, and DOS2.0TD handles 
TransDlsk IV enhanced density only. Hut It 
doesn't matter anyivay. since you can't 
boot a double density XL/XE/XT menu 
disk from a enhanced 1050for reasons too 
complicated to go Into here. Formatting XL/ 
XE/XT disks from outside TransDlsk IV is 
possible but difficult. Basically what you 
have to do is format a disk In enhanced 
density using DOS 2.5. then you need to 
take one of your old enhanced density 
disks IXL or XT depending on which menu 
you ivantl and by using a sector duplicator, 
copy across sectors I - 3. 360 and 920 - 
1040 Iall values are Inclusive and In decim¬ 
al I If you have an old XL/XT menu disk 
which you formatted but never copied any 
games onto than use It as the source disk. 
Otherwise you will need to use a sector 
editor after copying the sectors across to 
modify sector 360. What you hai>e to do Is 
set bytes I and 3 within the sector to 139 
and bytes 2 and 4 to 3. then set all bytes 
from 10 to 125 Inclusive to a value of 255 
Ithat's counting the first byte In the sector 
as byte 0. the second as byte I. etc.). The 
disk should now work! 

As you can see this Is not very easy to do. 
and including a full description plus a cou¬ 
ple of programs to do this would need a 
whole article to Itself. I have known about 
these problems for some time now. but 
have only Just got round to fixing them. I 
am planning on writing another article on 
TransDlsk /V with a couple of programs 
which willfbc all these problems, and allow 
you to set up any disk with an XL/XE/XT 
menu in any density. This, however, will 
take me some time. Once it is written I will 
submit it to NAUfor Les to publish. Hopeful¬ 
ly with this information. Daniel will be able 
to use his old disks even if he can't format 
any new ones yet.' 

Thank you Raphael for such an Informa¬ 
tive and prompt reply. 


60 % SUCCESS RATE BUT 
HELP STILL NEEDED 

M R Gardiner of Haverhill. Suffolk Is 
another keen advocate of TD IV: 

7 must say TransDlsk IV Is one of the best 
utility programs in my collection. I have had 
about 60% success rate with my transfers, 
but now I need help. Could you please tell 
me If there is on uprlated guide to titles that 
have been transferred. I>ecause in/ as I 
might. I cannot transfer "Red Max'. “Ace of 
Aces". "Kennedy Approach ", "Conflict In 
VletNam" and "Darts". I would be grateful 
for any Information that you may have." 

Dave Deeming of Gillingham. Kent and P 
A Cole of Ashford. Kent both note an 
annoyance with the result of transferring 
games with TransDlsk IV. Dave writes: 

7 have successfully transferred a cassette 
version of "Earthquake • San Francisco 
1906". Unfortunately, when the you need to 
save the game at a convenient point. It can 
still only be sailed on cassette - Is there any 
way the save procedure can be modified to 
function for disk?" 

And Mr Cole reports: 

7 have transferred "Mr Robot" and "Polar 
Pierre" Iboth by Databyte) onto disk, and 
looking at the sectors with a disk editor, I 
find that the disk commands are in the 
tape version. How can I get them to save to 
disk? Maybe someone can look Into this to 
see If It is possible by changing some bytes 
In the appropriate sectors?" 

O.K. TDIV experts - has anyone got a 
definitive list of what games can be 
transferred by this utility from tape to 
disk? And is there anyone who can 
come up with a way to invoke the Save 
Game to Disk features? 

If you can shed more light on these 
problems or have any tips to help 
Transdisk users drop me a line at 
Mailbag. 

Allan J Palmer 


MI 9521 X=USRC1536.MIZ1,START+Y1+126,STAR 
T+YN1+128) lYirYlll 

ZY 9525 CM-INT (RND(0)«100J*1: IF CM>S0 THE 
" POKE HP1.48MMXN8) ! PICKUP-PICKUP* 1 
EK 9526 IE CM<50 AND LIB<>2 THEM LIB = 1 
HM 9538 MY=INTCRNDC0)«5>«1: VN2=14 »CMY«16> 

:MY=MY«4 

WA 9535 MX2=INTCRNDC1)«19)«1:IF MX2=MX TM 
EM 9535 

MX 9548 LOCATE MX2.MY,MC:IF MC<>32 THEM 9 


OK 9999 RETURN 


MC 18885 50UI 




AK 18018 GRAPHICS 2:POKE 756,CM/256 
FW 18028 POKE HP1,8:P0KE HP2,0:POKE MP3,8 
:POKE HP4.8 

FU 10838 POKE 16»64:P0KE 53774,64:POKE 75 

2.1 

VV 18048 POKE 53279,8:POKE 732,0 
KI 10058 POKE 712,2:POKE 718,2:P0KF 700,1 


ZY 9541 X = USR C1536,HIZ2,START+Y2+256,STAR 
T+VN2+2S6)tVZ=VMZ 

CO 9545 CM=INT CRNDC0)*180) *1: IF CM>50 THE 
N POKE HP2,40* 04X2*8) :PICKUP=PICKUP»1 
YT 9550 MV=XNT<RNOC0)»5)+1:YN3=14+CMY«16) 
:MY=MY»4 

SM 9555 MX3=INTCRNDC1)«19)+1:XF MX3=MX2 0 
R MX3-MX THEM 9555 

ZU 9568 LOCATE MX3,MY,MC:IF MC<>32 THEM 9 
550 

MO 9561 X=USRC1536,MIZ3,START*Y3+3B4,STAR 
T+YN3+384)tV3=VN3 

GU 9565 CM=INTCRMO(0)»100)♦l:IF CM>50 THE 
N POKE HPJ,48+(MM3*0):PICKUP-PICKUP*1 
AA 9570 MY=XMTCRNDC0)«5)+llYN4=14+CMY«16) 

IMY=MY*4 

IX 9575 MM4=XNTCRN0C1)*19)+1:XF MX 4 = MX OR 
MX4=MX2 OR MX4-MX3 THEN 9575 
OR 95B0 LOCATE MX4,MY,MC:XF MC<>32 THEM 9 
570 

AC 9501 X = USR Cl536,MIZ4,START +Y4+512,STAR 
T+VN4+512)IV4=YM4 

LA 9585 CM=INTCRNDC0)*1OO>»1>XF CM>50 THE 
M POKE HP4.48+CMX4*0):PICKUP=PICKUP+1 

VP 9605 IF LIB=0 OR LI0 = 2 THEM 9708 
HP 9610 MV=XNTCRND(0)*4)+1:YN1=14+CMY*16> 
OE 9615 X-USR C1536,LIB1,SI ART ♦ Y I♦120,ST AH 
T♦YN1•120)IVISVHI 

FO 9620 CM=INTCRNDCO)«100)+l:XF CM>50 THE 
N LIB=8:GOTO 9700 
AL 9630 LIB=l:Gl=5lP0KE 53256,1 
HJ 9780 REH rJ.IlliM'TTf] 

CX 9710 IF KSOSCR THEM 9800 
KM 9728 KY=INTCRND CO) *5)+1IKY=KV«4 
ZG 9730 KK=IMT CRMDCl)*19)+1!LOCATE KX.KY, 
KC:IF KC <>32 THEM 9738 
EM 9740 POSITION KX,KYi? H6;")" 

DR 9750 PICKUP=PICKUP+1 
MM 9800 REM 

EF 9010 IF LS OSCR THEM 9988 

MV 9828 LY=INTCRNDC8)*S)+1:LY=LY*4 

HR 9038 LX=INT CRMD Cl)*19)+11 LOCATE LX.LV. 

LC:IF LC <>32 THEM 9830 
CB 9848 POSITION LX.LYS? n6;">I" 

OT 9850 PICKUP=PICKUP+1 
VX 9988 REM •• <■!:■4TT1 n 

ET 9918 IF CSOSCR THEM RETURN 
SM 9920 CY=IMTCRN0(8)«5)+l:CY=CY*4 
GY 9938 CX = INT CRN0C1)*19)+1:LOCATE CX.CY, 
CC:IF CC <>32 THEM 9938 
00 9940 POSITION CX.CY:? 86; "IS" 

DV 9958 PICKUP=PICKUP+1 


MO 10860 SETCOLOR 1.1,18 

FV 18865 IF LIFE-0 THEM GOTO 18118 

RX 18070 ? 06 

EX 10875 ? M6)"_ 

IK 10000 T 86)" THE RANDOM MAGIC" 

TB 10005 ? 86;" IS TOO STRONG" 

SF 10090 ? 86 

10 10095 ? 86;" IT HAS DESTROYED" 


XT MAS DESTROYED* 


ML 10188 7 86;" 

DY 10105 ? 86;"_ 

ZY 10106 GOTO 10150 
RC 10110 ? 06 


EC 10115 ? 86 
RU 1012O ? 06 
BV 10125 ? 86. 
RK 10130 ? 06 
JO 10135 ▼ 86, 
AM 10140 ? 86 
EO 10145 ? 06, 


EVERYTHING* 


YOUR MAGIC HAS' 
RUM OUT" 


CASTLE BRAINTREE' 


IS DOOI 


MG 10150 FOR P=15 TO 8 ST*P -2 


DO 10178 FOR 0=1 TO 15~P:MEXT D 


JV 10180 NEXT P 
VO 10190 SOUND 0,0.8.0 

fx 10200 rem maacaac 

FR 10210 RESTORE 11018 
ZF 10220 FOR Z=1 TO 11 
OV 10230 READ NO,LE 


JX 10250 SOUND 0,NO,10,0 

MM 10260 SOUND 1.YES.10.8 

GB 10270 FOR DUR=8 TO 15«LE:NEXT DUR 


MG 10290 SOUND 1.0.8.8 


GI 10320 ? "N": ? : ? " PRESS PUWrt 

□ TO END" 

TV 10340 REM START OR OPTION 

PV 10350 POKE 53279.0 

BV 10300 IF PEEKC53279) 03 THEN 18388 

XI 10381 X=USRC1536,MIZ1,START+Y1+128,STA 
RT+128) 

FC 18382 X=USRC1536,MIZ2.START+Y2+256,STA 
RT* 256) 

MM 18383 X=USR C1536,MIZ3,START + Y3 + 384.5TA 
RT + 384) 

UG 10384 X=USRC1S36,MIZ4,START+Y4+512,STA 
RT+512) 

ZV 18390 GRAPHICS 8:END 

RP 11008 REM DEAD MARCH DATA 

OU 11018 DATA 81.3,81,2.81,1,81,3,68.2,72 
,1,72,2.01,1.01,2.05,1.81,4 
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TheCLASSIC PD ZONE 


Painting 
Pictures... 

Welcome to another journey into the Classic PD 
Zone! Along the way you'll encounter a strange 
and powerful race oj beings. They hail from the 
planet AtariH and go by the name oj the Pudoso: 
otherwise known as Public Domain Software. This 
time they have sent an artist and an entertainer. 
Shall we see what the have to offer? Here goes ... 

A rt programs arc abundant on the 8-Btt Atari. Commer¬ 
cial releases have Included Atari Artist. Tcchnlcolour 
Dream and Design Lab. The public domain Is also 
represented with BBK Artist. GTIA Sketchpad. Graphics Work¬ 
shop and many others. So. Is Pixel Artist Deluxe 
merely another one to add to the list? Let's see ... 

Pixel Artist Deluxe (PAD from now onl is described by Its 
author Art Moran as "a feature-packed paint program' It Is 
programmed In Action! and machine language. The program Is 
controlled by a series of menu-bars which are accessed by one 
of three ways: pressing the spacebar, moving the cursor to the 
lop of the screen, or pressing the right button on a graphics 
tablet. Almost every option can be directly accessed with the 
keyboard. 

The combination of menu-bars and keyboard makes PAD a 
Joy lo use. There are fourteen options on the main menu-bar 
which runs across the top of the screen: Palette. Draw. Line. 
Box. Oval. FUI. Rays. Zoom. Where. Undo. Tablet. Clear. Disk 
and Quit. There are also sub-menus within a number of these 
options. 

The first option on the main menu bar Is Palette. There .are 
four main features within Palette: Choose. Set. Speed and 
Bend. 

Choose allows you to control the use of brushes, colours and 
patterns. All three can be changed both quickly and easily by 
on-screen selection. There Is a range of six brush types, four 
colours and sixteen patterns to choose from. Additional op¬ 
tions at this sub menu are Spray (an adjustable spray-can 
effect! and Solid (which allows solid shapes to be drawn In¬ 
stead of outlines). 

By selecting Set. you can alter and set the colours and 
patterns from the complete palette of 256 colours. Two vertical 
colour bars appear superimposed over your picture. By moving 
your joystick or tablet stylus left or right you can alter the 
colour. The luminance of this colour can then be altered by 
moving up or down. It's as simple as that! Just press the 
button to select the colour or hit the spacebar to restore the 
old colour. 

You can also design new patterns by picking a section from 
your picture or choosing colours from the palette. 

Speed allows complete control over the speed of the cursor. A 
fast setting Is recommended for a Tablet. This option could be 


used to slow down a Joystick-controlled cursor for young 
children. 

The final option within the Palette sub-menu is Bend. This is 
an amazing option which allows you to place two bends in a 
line. You can toggle Bend on and off at this sub-inenu. Once 
activated, you can design curved lines with ease. Just select 
Line from the main menu-bar and draw a line as normal (l.e. 
plot beginning - plot end). Next, select the first bend by plotting 
a third point. A second bend can then be added by plotting a 
fourth point. It takes a little practice before you get used lo the 
bending process but after a few on-screen scrawls you soon get 
the hang of It. 

There are seven painting options on the main menu-bar. 

Draw allows free-hand drawing (great for the kids!); Line cre¬ 
ates a line or bend between plotted points; the Box option 
creates on-screen squares or boxes (depending on whether or 
not the Solid option is activated); Oval Is similar to Box except 
It creates circles and ovals; the Fill option allows you to shade 
enclosed areas with the current colour; Rays draws a series of 
lines which radiate from a fixed point: and finally Zoom allows 
magnified drawing and editing around the cursor (x« magnifi¬ 
cation). Both the magnified area and the relevant purl of the 
picture can be seen whilst drawing In Zoom mode. 

Before placing any line or shape onto your picture you are 
shown what It will look like and asked for confirmation. This 
allows for a last minute change of mind. 

Where Is a neat little option which gives you the horizontal 
and vertical coordinates of the cursor. It also temporarily 
replaces the cursor with a larger Hashing rectangle. This Is 
great for Identifying the cursor whilst working with a small 
brush. 

Undo Is a powerful option which lets you undo your mistakes 
(very- useful when working In the wee hours!). Every time you 
select one of the painting options above, your work Is stored In 
a buffer area In the computer's memory. If you change your 
picture and decide you don't like It. you can retrieve the earlier 
version from the buffer. 

By selecting Tablet you can toggle between Joystick and 
graphics tablet control of the cursor. PAD will work with both 
the Koala Pad and the Atari Touch Tablet. Art Horan mentions 
In the PAD documentation that the routines for the Touch 
Tablet are experimental (he only had access to the Koala Pad). 
However. I used PAD with my Touch Tablet for over an hour 
and successfully used all the options without any problems 
whatsoever. 

The Clear option clears the screen, and requires an extra 
press of the button for confirmation (again, very useful when 
working late). 

Disk reads disk directories, and loads and saves pictures In 
Micropainter or Koala / Atari Artist format. 1 liked the idea of 
displaying the first letter of any Mlcropalnter file in Inverse 
Ithis Is of great help In identifying files). At the Disk sub-menu 
you can also store up lo ten configurations of your favourite 
colour, pattern and cursor speed settings. By entering zero at 
the prompt, you can change the boot-up configuration. 

The last option on the main menu-bar Is Quit. This allow’s a 
smooth exit to DOS. 

As you can see. PAD offers a wonderful range of options and 
Art Horan Is fully justified in describing It as "feature-packed". 
I still can't believe this program Is In the public domain - It Is 
comparable with any commercial 8-Blt art package! The ease 
with which you control all of the options Is amazing. You can 
use the Joystick, tablet or keyboard - whichever you prefer. By 
using the keyboard you can switch from one option to another 
by simply pressing two keys. 

Almost all of the usual art options are included (only Mirror 
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and Text are missing). The Zoom option is a big improvement 
over the AtarlArtlst equivalent. These usual options are com¬ 
plimented by a wide range of extras. I particularly liked Bend. 
Airbrush and Where. Also, it was great to be able to control the 
speed of the cursor - 1 could slow it down for detailed drawing. 
PAD is a very classy piece of programming. Right from the 
turning-page* effect on the title screen to the graceful exit to 
DOS 1 was extremely impressed. Art Horan must be congratu¬ 
lated for creating such a wonderful program and releasing it 
Into the public domain. Pixel Artist Deluxe VI.3 is undoubted¬ 
ly one of the best art programs available for the Atari Classic. 

CLASSIC PD ZONE RATING : 92%. 

in a Surfer’s 
Paradise 

"It’s a sunny day at Malibu and the smell of suntan lotion 
lingers In the air. Off In the distance you sec some killer waves. 
You pick up your board, and out you go!" 

This is a brief excerpt from the Introductory scrolling message 
loC.A. McClellan and Eric Small's Surf’s Up As you've 
probably guessed by now. Surfs Up Is a sports game In which 
you play the role of a surfer riding the Malibu waves. You must 
use your skills to avoid a wipe out and become a true Hot Dog. 
There are three levels to complete at three Increasing difficul¬ 
ty settings (Surfer. Beach Bum and Hot Dog). In other words, 
to become a true Hot Dog you must master nine wave 
sessions. 

You begin as a Surfer as you enter the first level. Your goal Is 
to paddle out to the surf by using your Joystick to negotiate the 
waves before they crest. If you're on a wave as It crests ... WIPE 
OUT! Big waves are quite tricky as you must paddle backwards 
at exactly the right moment. If you're not careful you'll be 
thrown off your board ... WIPE OUT! However, the bigger the 
waves negotiated, the more points awarded. 

Along the way you can collect floating prizes (umbrellas, 
suntan lotion, etc.). If you catch six prizes you gain an extra 
surfer (very handy for later levels). 

Now and then a feeding octopus will appear just below the 
waves. You must pass over him and avoid his grabbing tenta¬ 
cles. If he touches your board you are thrown Into the water ... 
WIPE OUT! 

If you manage to paddle over all the waves and avoid the 
octopus you will soon find yourself approaching a buoy. This 
signals the end of the level. 

The second level is out on the surf. Here you must surf along 
a wave whilst avoiding rocks, whirlpools, killer sharks and 
angry turtles. This level is tough. It is quite tricky avoiding all 
the nasties because you are continually pulled into the wave. 


You don't have stay right on top of the wave - when you get a 
chance you can "boogie on out to the prizes and rack up the 
points*. The 3D perspective on this level is a litlle olT and takes 
a few wipe-outs to get used to it. 

In level three you must try to get back to the beach on top of a 
"knarley wave" (a giant wave to us land-lubbers). However, a 
tropical storm is brewing and lightning bolts can strike at any 
time. You must stay on the wave and avoid the lightning bolls 
to make It safely to the beach. 

If you make It through all three levels you are given a message 
by this real cool surfer dude. Hey. I'm even speaking like a Hot 
Dog now (man). 

You are now a Beach Bum and must battle through the levels 
again. However, they are now even tougher to master. For 
example, whilst paddling out to the surf, the octopus feeds a 
lot faster. Also, you now have to dodge low-flying gulls. It Is 
here that 1 have a minor gripe: the gulls fly at the same speed 
as the waves! In other words, if a gull is llylngjust above a 
wave crest you cannot avoid It ... AUTOMATIC WIPE OUT! It 
would have been more sensible to program the gulls to fly 
slower than the waves. Thankfully, this Is corrected on the Hoi 
Dog level (the gulls fly faster than the waves so look out). 

By the time you become a Hot Dog everything is really tough! 
Surf s up offers a challenge for all age groups. 1 haven’t yet 
become a true Hot Dog but I’m working on It. 

I really enjoyed playing Surfs Up. As soon as you load the 
disk you realise that It's something special - there Is a burst of 
music and the title screen comes surfing Into the centre of 
your TV screen. The graphics are of a high quality and very 
colourful. The gameplay Is great fun on the first two levels. 
Level three became a little easy but then I did play the game 
for quite a few hours. The background music throughout Is 
very catchy and creates a bouncy atmosphere for the game 
(the second verse Is brilliant). Good news: If you are wiped out 
you don't have to begin the level again: you emerge from the 
water after the next wave. Also, bonuses carry over to the next 
level. 

Surfs Up has the feel of one of those 1983/H4 Synapse 
games. It oozes with quality! You can tell that the program¬ 
mers were attempting to sell It to a software company (they left 
the top of the title screen empty so that they could add a name 
above presents’). Why It was never released commercially I II 
never know. The game was written In 1984 and I have to say 
that It Is better than many of the commercial releases of the 
time. Put simply. Surfs Up Is a PD sensation dude! 

CLASSIC PD ZONE RATING: 91% 


Thank-you for Jlytng Air Atarl8. We hope you 
enjoyed your Journey. The Pudoso were indeed a 
very powerful race. I'm sure we will meet them 
again when we return to the Classic PD Zone next 
time. Until then ... Segalscrap (that's Pudostan for 
keep 8-Bitting!). The Atari Classic: 2001 here we 
come! 

This issues reviews are: 

DISK #72 - SURF S UP 

DISK #141 - PIXEL ARTIST DELUXE 


with Stuart Murray as your guide 
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XL/XE TYPE-IN 



by John Young 


TURBO BASIC 

The program Is written in Turbo Basic and must be compiled 
before ll can be played (hence there is only one ghost, as the 
compiler dislikes array arithmetic). 

Turbo users might like to note that another feature In Turbo 
Basic not supported by the compiler, as well as those listed In 
John White’s article In Issue 51. Is the use of SOUND on Its 
own lo turn off all sound. 



Surely this game needs no introduction. 
Control your Pacman using the joystick, 
eating the dots and avoiding the poiso¬ 
nous green mushrooms. Power pills (large 
dots) let you eat the chasing ghost. The 
mushrooms change into apples that can 
be eaten for bonus points. 
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YL 1030 ENDPROC 

MV 330 IF DL> X0 : EKCC DIE : ELSE SSC=SC*500S 


XP 1099 - 

EXEC MAZE:EXEC GHDOQM:ENDIF 


RE 1100 PROC PACLE 

UP 340 UNTIL (LIVES<0) 


MM 1110 PACX=PACX-X1 

RG 350 LOOP 


SO 1120 IF FACINGrXl THEN MOVE ADR(PLEF TS 

KX 399 — 


),PACAD«PACY,NB:FACING=X0 

Qet 400 PROC POME RON 


CK 1130 POKc 53248,PACK 

DN 410 P0M£R=X1SSIRCNT=X0 


YO 1140 ENDPROC 

EE 420 NTEA=49sNTEB=37sSTP=~0.4 


XR 1199 — 

SN 430 POMCNT=X0SPITCH=NTEA 


OA 1200 PROC GHUP 

TF 440 SC=SC«25 


VE 1210 MOVE GHAD«GHV,GHAD*GHY-X1,NB 

PH 450 EXEC SCORE 


SM 1220 GHV=GHY-X1 

ML 455 ENDPROC 


VP 1230 ENDPROC 

KQ 459 - 


XT 1299 — 

VB 460 PROC SIREN 


IV 1300 PROC GHRI 

FB 470 PITCH=PITCHESTP 


RB 1310 GHX=GHX*X1 

MS 475 SOUND i,PITCH,10.10:POKE 704.211P 


BO 1320 POKE 53249,GHX 

ITCH 


YR 1230 ENDPROC 

YN 400 IF PITCH=NTEB THEN SIRCNT=SIRCNT»X 


XV 1399 — 

ISA=NTEAsNTEA=NTEBsNTEB=A:STP=-STP 


EP 1400 PROC GMDN 

EV 405 IF SXRCNT=POHLEN THEN POMER=XOsPOK 


VA 1410 -MOVE GHAD*GHY,GHAD*GHY*X1,NB 

E 704,06 S SOUND 1,0,0,0 


SA 1420 GMY=GMY*X1 



VT 1410 ENDPROC 

KV 499 - 


XX 1499 — 

SJ 500 PROC SCORE 



KI 510 SC$ = "0000O*' 


SF 1510 GHX-GHX-X1 

PY 520 SClf=STRS(SCI 


BX 1530 POKE 53249.GHX 

UP 530 SCS(6~LENCSClS)>=SClS 


YV 1540 ENDPROC 

1.0 540 POSITION 0.0s? H6 J SCS 


KZ 1599 - 



KL 1600 PROC MOVEGHOST 

KZ 599 — 


UG 1605 ON GHD1R EXEC GHUP.GHR1.GHDN.GHLE 

KK 600 PROC DIE 


PV 1610 GHCNT=GHCNT4X1 

MO 605 SOUND 1,0,0.0 


IR 1620 IF GHCNT=8 

AS 610 NB=17sPACV=PACV—7SP0KE 704.14 


AB 1630 GHCNT=X0 

TB 620 MOVE ADR (ANGELS) .PACAD«PACY.NB 


ZN 1640 GHM-GHH*NORIZ(GHDIR>SGHV=GHV*VERT 

UR 630 FOR K=PACV TO -7 STEP -XI 


(GHDXR) 

PE 640 EXEC PACUP 


LH 1650 LOCATE GHH*HORIZ(GHDIR),GHV*VERT( 

UF 650 SOUND 0,50*X/2.10,8 . 


GHDXR),T 



IV 1660 IF T=35 THEN MALL-Xl 

ME 670 NEXT X 


ZG 1670 TRYDIR-0 



HG 1600 IF GHDIR MOD 2=1 

NT 600 IF LIVES)0 THEN PLOT 20-LIVES,0 


AE 1690 IF GHH <PACM S TRVDIR=2 

JC 605 LIVES=LIVES-1 


RK 1700 ELSE SIF GHH> PACH THEN TRYDIR = 4IE 

MG 690 ENDPROC 


NDIF 

LA 699 — 


HD 1710 ELSE 



OV 1720 IF GHV(PACVS TRYDXR = 3 

GV 710 HOVE CHBASE«32,ADR(TEMPS),8 


IP 1730 ELSE SIF GHV>PACV THEN T RYDIR = 1S E 

CU 720 MOVE CHBASE+56,CHB0SE+32,0 


NDIF 

HV 730 MOVE ADR(TEMPS)» CHBASE+56,0 


FS 1740 ENDIF 

LH 740 IF APPL S SETCOLOR 2,12,6:APPL=X0 


GA 1750 EXEC TRY 

BD 750 ELSE sSETCOLOR 2,3.6SAPPL=X1 


ZF 1760 TRYDIR=0 



EV 17B0 WHILE (MALL) 

HO 770 ENDPROC 


TH 1790 TRYDIR=TRYDIR*X1SIF TRYDIR=5 THEN 

LB 799 - 


TRYDIR=1SGHDIR=GHD1R-1 

SJ 800 PROC PACUP 


FN 1800 EXEC TRY 

GC 010 MOVE PACAD*PACY,PACAD«PACY-X1,NB 


HP 1010 MEND 

KV 820 PACY=PACY-X1 


FO 1020 ENDIF 

VM 830 ENDPROC 


ZB 1830 ENDPROC 

LC 099 


XN 1839 - 

ND 900 PROC PACRI 


JZ 1840 PROC TRY 

IX 910 PACX=PACX*X1 


SI 1050 IF TRYDIR MOD 2 <> GHDIR MOD 2 AND 

HO 920 IF FACING=X0 THEN MOVE ADR (PRIGHT $ 


TRYDIRO0 



FV 1860 LOCATE GHH*HORIZ(TRYDIR),GHV*VERT 

JS 930 POKE 53240,PACK 


(TRYDIR),T 

VZ 940 ENDPROC 


RR 1870 IF T 0 35 THEN GHDIR=TRYDIR : IF HAL 

LD 999 - 


L THEN MALL=X0 

RZ 1000 PROC PACDN 


GG 1880 ENDIF 

AQ 1010 -MOVE PACAD*PACV,PACAD+PACY+X1,NB 


ZT 1890 ENDPROC 

MO 1020 PACV=PACY*X1 


YF 1899 — 



continued m- 
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IP 2040 

OH 2050 
OV 2060 
OR 20/0 
HI 2000 
Mf 2050 
ZM 2100 
KS 2110 
ZT 2120 
JF 2130 
CD 2140 
JK 2150 
OH 2160 


FM 1900 PROC REDEFINE 
OG 1905 CHP=PEEK( 1061 - 12 :CHBASE=CHP *256 
50 1910 POKE LOG, CIIP : GRAPHICS 1*16 
KY 1920 MOVE PEEKC 756 )* 256 ,CHBOSE ,1024 
IV 1930 RESTORE 3**00 
OV 1940 FOR CMOR =3 TO 8 

rp 1946 :r chap=b then reod o 

FV 1950 FOR X = 0 TO 7 

K» 1960 REOD A:POKE CHBASE*CHAR»n•X . A 

Ml 19/0 NEXT X 

JO I 9 80 NEXT CHAR 

VT 1985 POKE 756 ,CHP 

ZV 1990 ENDPROC 

YH 1959 -- 

JU 2000 PROC MAZT 

OU 2002 POKE 559,0 

JE 2005 CLS *I 6 :P 0 SITI 0 N 0,2 

BZ 2015 ? W 6 J ** 10199 / 999 H 9999 l/l 99 ®" • 

Iz 2020 ? 06i"Ihnramniramniannualn"i 

FM 2030 ? U 6 ;'*tH 9999 ttv 9999999991 lM <l ; 

i.p 2040 ? nb i "Hi Ni ih uuirarnimx Bi«h n“i 
om 2050 *> n 6 ]"ih 0 iihiiMaMhii»ii*in"i 
OV 2060 ? n 6 i"lh»ilhllil»ilhlHI»ll»in ,, i 
OR 20 70 ? 06 ; ••»* Ml M/I >1 m* »1 «*i «/*»«••; 

RL 2000 ? 06 j*t»,»i-» 9 »in*Pl«*ll» 119 «Pl 0 "J 
Mf 2090 ? 06 ;"»»im«m»ir*Ti»inmm»HU"; 

zm 2100 ? n 6 }"»nOniiih»Wniil>«in"J 
KS 2110 ? H 6 i "Ihimimo,ih wh mmmiin-; 

ZT 2120 ? 

JF 2130 ? 06 ; mroi rtnmtmran, omn *••• j 
CD 2140 ? 06 i I( »mii»niDni»niiill"l 
JK 2160 ? 06 ; '*tP» OOMOTIt ItllMH ItfttiniH O'* i 

bh 2160 ? 

SX 2175 LCV=LCV«XllZF LEV MOD 4=0 THEN PO 
Ml 1 N'- 1 * 0 Ml EN-X 2 :LIVE 5 = LlVE 5 * 7 . 1 Sir POMLE 
N =0 THEN P 0 MLEN=X 2 

OF 2177 If ».rv<10:POSITION 5 , o': ? U 6 ;" 9 "H 
EVI ELSE :POSIT ION 9 , 0 :? a6;LEV:ENDIF 
TO 2100 COLOR 136 :f OR X = 1 TO IXVES:PLOT 2 
0 -X,O:NEXT X 

OL 2105 CXFC SC 0 RF:DL =161 

CE 2106 FRUCNT = X .0 : IF APPL THEN EXEC FRUIT 
ZG 2190 ENDPROC 
XS 2199 — 

GB 2200 PROC COLOUR 

MV 2210 SETCOLOR 0 , 0.4 

RR 2220 SETCOLOR 1 . 1.10 

AD 2230 SETCOLOR 2 , 12,6 : APPL = 7.0 

YB 2250 POKE 711,06 

UL 2260 POKE 705,14 

ZI 2290 ENDPROC 

XU 2259 — 

CZ 2300 PROC PMINIT 

IB 2305 DIM PLEFTSC 10 I.PRIGHTSC 10 I.GHOSTS 
C 10 J ,ANGELS C 171 

OB 2310 PMP=CHP* 4 :PMBASE=PMP *256 
MF 2320 PACAD=PMBASE* 1024 :GHAD=PMBASE ♦120 
0 

DC 2325 MOVE 22000 ,PACAD .512 
IZ 2330 RESTORE 3100 

OC 2340 FOR X =1 TO 10 :READ A:PLEFTSCX,XI= 
CHRS(A>:NEXT X 

LH 2350 FOR X =1 TO 10 :READ A:PRIGHTSCX.XI 
“CHS*CA):NEXT X 
KO 2360 RESTORE 3120 

DP 2365 FOR XI TO 10 :READ A:GHOSTSC Y.V 1 = 
CHRS CA> :NEXT X 


AJ 2367 FOR H-l TO 17:READ A:ANGELSCX,XI= 
CHRS CAI :NEXT X 
HV 2370 POKE 54279.PMP 
EY 2300 POKE 53277,2 
PA 2385 POKE 621,1 
ZK 2390 ENDPROC 
MM 2399 — 

NN 2400 PROC PACDRAM 

FJ 2406 POKE 704,06:POM£R=X0:SOUND 1,0,0, 

0 

LS 2407 MOVE 22000,PACAD*PACV,NB 
HH 2410 PACM=5:PACK=120:POKI 53240,PACK 
VU 2415 IF GHV<0:PACV=10:PACY=175:EL5E :P 
ACV=3:PACY=55:ENDIF 

BP 2420 MOVE ADR CPIEFT$1 .PACAD«PACY,10 
AO 2470 PACDIR=XO:FACING=XO:PACCNT=XO 
MJ 2440 NB=10:L0CATE PACH.PACV.U 
YR 2450 COLOR 32 

AH 2460 POKE 555,50:POKE 53270,0 
ZG 2470 ENDPROC 
KY 2459 — 

TX 2500 PROC GHDRAM 
VO 2510 MOVE 22000,GHAD*GHY,10 
DF 2520 GHH=10:CHK=120:POKE 53249.GHX 
TD 2530 GHV=0:GHY=95:MOVE ADRCGHOSTS1,GHA 
D + GHV,10 

SX 2540 GHCNT = X0:GHDIR = F.J:MALL=XO 
ER 2545 POKE 53270,0 
ZC 2550 ENDPROC 
YA 2599 — 


MA 2605 DIM J0YSTC15I 
JO 2610 RESTORE 3200 

UT 2670 FOR K=5 TO 15:REOD A:JOYSTCXI=A:N 
EKT X 

OP 2625 DIM HORIZC4I,VERTC4I 

KF 2630 FOR H=1 TO 4 I READ A:HORIZCXI=A:NE 
KT X 

VX 2640 FOR N=1 TO 4:READ A:VERTCXI=A:NEX 

T X 

RO 2650 DIM SCSC5I,SClSC5I,TEMPSC01 
ZO 2690 ENDPROC 
YC 2699 — 

ME 270B PROC NEMO A Ml 

MO 2710 SC = /.O:LIVES = X3:LEV = F.0:POMLEN=10 
LR 2720 POSITION 5.22:? P6; J af 

LO 2730 REPEAT JUNTIL CPEEKC53279I=61 
ZD 274© ENDPROC 
YI 2999 — 

LN 3000 DATA 255,255.255,255,255,255,255, 
255 

DG 3010 DATA 0.126,255,255.24,24,12,12 
BN 3070 DATA 0.0.0.24,24,0,0.0 
LG 3030 DATA 0.8,24.60,60,24,0,0 
EO 3040 DATA 0,16.60.126.126.126.120,60 
XR 3099 — 

AG 3100 DATA 0.60,126,247.127,63.31,254,6 

0,0 

PJ 3110 DATA 0.60.126,239,254.252,248,127 
.60,0 

LV 3120 DATA 0.60,126.90,126.126.66,126,8 

4.0 

MI 3130 DATA 0,195.102.36,231.36,231.36,6 
0.126.219.255,255.195,126.60.0 
XT 3199 -- 

ZN 3200 DATA 0,0,2,6.0,0.4.0,3.1,0 
NU 3210 DATA 0,1,0.-1 
OA 3220 DATA -1.0.1.0 
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XL/XE software 




O nly a few educational programs 
have been aimed at older chil¬ 
dren and Fraction Fever Is one 
such, proclaiming on the box ages 7 to 
Adult'. 

Fraction Fever Is an arcade game of the 
platform variety that alms to teach frac¬ 
tions. not only In the accepted sense of 
mathematics but also visually, so that 
the learner develops a feel for fractions 
and Is able to estimate quite accurately 
what relationship part of a given object 
bears to the whole. The aim In Fraction 
Fever Is to control a spinning top which 
bounces sideways along a horizontal 
platform In the centre of the screen, 
knocking out Incorrect answers for 
points and Identifying correct answers to 
ride an elevator to the next level. 

At the top centre of the screen Is a 
fraction expressed In conventional 
mathematics terms such as 3 over 6 or 7 


T his program lets you re-design 
your Atari’s character set. Why 
should you want to do this? Well, 
you might want to add a touch of class to 
your text-based programs or maybe form 
a detailed backdrop for a game using 
several characters merged together. With 
Quick Ed you can carry out the process 
quickly, easily and with several useful 
tools at hand. 

First you must select an Input device. 
There's a generous choice of joystick. ST 
mouse or touch tablet. For users of the 
latter a paper template is supplied so it's 
easy to locate the functional areas. This 
also opens up the possibility of designing 
your characters on photocopied paper 
grids and transferring them to computer 
via the touch tablet. At last another use 
for the tablet! 

Quick Ed's screen area is divided into 
five sections. At the top left there’s a box 
containing the characters available for 


over 8. At the foot of the screen is a 
Radar which gives a visual guide of the 
position of the correct answer on the 
platform. Each platform is several 
screens wide so that the radar becomes 
essential to determine which way to go. 
When you Initially play you will be con¬ 
fused for the Instructions seem to Indi¬ 
cate that the fractions are counted from 
right to left along the radar whereas they 
are really counted in the more conven¬ 
tional left to right. Suppose for example 
that you need to find the fraction 3/4 
(three quarters), you try- and Judge that 
distance from the left of the radar and 
move your top along to the correct posi¬ 
tion. You will pass on the way visual 
representations of fractions In the form of 
say. 8 circles with 4 coloured in. If you 
bounce on one of these then you score 
extra points but you need to be careful 
because each bounce leaves a hole In the 
platform mid If you need to come back 
you can quite easily fall through to a 
lower level. 

Once you have identified, and bounced 
on. the correct answer then an elevator 
lifts you up to the next level. If you are 
lucky you might go right through gaps in 
the floors above and Jump two or three 
levels at a time. Conversely If you fall 
through a hole, and your luck Is out. you 
could go back several levels. 


rc-deflnltlon. To choose a character, you 
move the screen pointer over the charac¬ 
ter required and press a button - the 
character Is then transferred to a large 
8x8 grid in the centre of the screen. At 
the top right there's an area you can use 
to store characters - perhaps to check 
how they look when placed alongside 
each another. To the left of the main grid 
there are some Icons that give you access 
to the principal functions. You can load 
and save character sets, view the stan¬ 
dard Atari set. copy characters between 
different sets (Quick Ed can deal with 
two sets at once) and select the one you 
want to work on. To the right of the main 
grid there's a selection of drawing facili¬ 
ties. 

Editing a character couldn't be easier. 
You can point at individual squares of 
the grid and click to toggle them 'on' or 
ofT. The drawing options let you scroll 
the character in any direction, mirror the 


As the levels increase so the manner In 
which the fractions are depicted changes. 
At first they are filled circles which you 
can get used to quite quickly but they 
later change to squares, bar graphs and 
alternative mathematical numbers such 
as I /2 for 3/6. When I he symbols are all 
mixed up it becomes much harder to 
think quickly and identify the correct 
answer. You have 20 levels In all and by 
the time you reach the top your mental 
arithmetic skills will be finely honed. 

Fraction Fever Is much more of an 
arcade game than most educational soft¬ 
ware and can easily be played as a 
straight game. Where It scores Is that the 
player almost subconsciously learns the 
concept of fractions and begins to very 
quickly estimate parts of a whole. This Is 
very similar to exercises a child will come 
across In school and will Ik- useful in all 
sorts of situations In later life. 

Fraction Fever stores highly as a simple 
game and an educational tool and will 
not be wasted on any child who Is begin¬ 
ning to learn more advanced maths. II 
comes on a ROM cartridge so you Just 
plug In and go. At £8.95 It Is not a bad 
Investment and will teach the concept of 
fractions to whoever Is playing whether 
they realise they are learning or not. 

Title: FRACTION FEVER 

Publisher: Spinnaker Software 
Supplier: Micro Discount 
Format: ROM cartridge 

Price: £8.95 

Reviewer: Les Ellingham 


design In a horizontal or vertical plain, 
clear or fill the grid and Invert the cur¬ 
rent definition. Unfortunately the In¬ 
structions don't explain how to use the 
resulting data In your own programs, 
though It's a relatively straightforward 
process of loading the numbers Into free 
RAM and pointing the character base 
register (756) to the correct location. 

In conclusion. If you're looking for a 
good character set editor ... tills is It! 

Quick Ed Is distributed In the UK by 
Dean Garraghty. 92 Thomson Avenue. 
Balby. Doncaster. DN4 ONU. 


Title: QUICK ED 

Supplier: PPP/Dean Garraghty 
Price: £ 5.00 

Format: Disk 

Reviewer: Paul Rixon 


QUICK ED 
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XL/XE PROGRAMMING 

COLOUR EXTEN 


John Foslcett has 
banished the 
boring Graphics O 
screen forever 
with this exciting 
routine for multi¬ 
coloured text 



T he Colour Extension Subroutine or CES was written as 
an extension to Graphics 0. to provide a colourful 
screen for displaying text such as In an adventure 
game. rtc. Each Graphics 0 line and the characters printed 
upon each line can be coloured Independently. However, the 
rules for Graphics 0 must still apply. In that the character 
colour Is merely a different brilliance of the line colour that 
they are printed on. 

For text Input purposes such as that required for an adven¬ 
ture game, a Hashing cursor Is provided, also all the Inverse 
characters flash along with the cursor to enable flashing 
prompts, titles, warnings, etc. to be used. 

A keyboard lock Is provided to ensure that only uppercase 
characters can be typed from the keyboard for text Input 
purposes, again, such as for an adventure game. 

CES contains Its own modified Graphics 0 display list which 
enables a lined screen to be used. Also It disables the attract 
mode and disables the Control-1 stop-start facility. 

CES DESCRIPTION 

CES is a machine code program that Is VBI and DL1 driven, 
therefore Its operation Is completely Independent of Basic. CES 
uses four of the unused page zero registers, two for Its own use 
and two to interface with Basic to enable it to be controlled. 
Loaded Into page six. CES consists of five sets of data and 
alters three vectors to point to the correct parts of CES. The 


five sets of data are the VBI data, the DLI data, the line colour 
data, the character colour data and the modified display list 
data. 


THE COLOURS 

As stated above there are two sets of data which control the 
colours, they are the "Line Colour Data" and the "Character 
Colour Data*. Both sets of data consist of 23 statements each 
to control both the line and character colour for lines 1 to 23. 
The first statement found In each set of data controls the 
colour of line I and the colour of the characters on line I 
respectively, the second data statement In each set, controls 
line 2. the third, line 3. etc. Line zero (the lop line) Is controlled 
by registers 709 and 710 lor the SETCOLOK commands) In the 
normal way. 

Since the DLI section of CES Is constantly reading the data 
from where It Is stored In page six. It Is Just a matter of poking 
the correct register to alter a certain colour. Once poked the 
colour will remain until It Is once again altered. 

The location In page six for the colour of line 1 Is location 
1619. for line 2 is location 1620. up to location 1641 for line 
23. The location for the colour of the characters on line 1 Is 
1642. the characters on line 2 Is 1643. up to location 1664 for 
the characters on line 23. 


THE KEYBOARD LOCK 

CES makes use of location 203 to control the keyboard lock. 
When this location contains a zero, the keyboard look is 
disabled, allowing the use of all the usual characters, but 
when this location contains a non-zero value, the keyboard 
lock is enabled allowing only uppercase characters to be used. 

The keyboard lock ensures that the keyboard Is locked into 
the uppercase mode even if the CAPS key or the inverse key Is 
accidentally pressed. 

When the keyboard lock Is enabled, all lowercase and Inverse 
characters can still be printed to the screen, the keyboard lock 
merely prevents them from being typed In at the keyboard. 

This register may be altered under program control. 

THE FLASHING CURSOR 

CES uses location 204 to control the cursor flash. When 
location 204 contains a zero, the cursor and all inverse charac¬ 
ters assume their normal state (i.e. not flashing). When this 
location contains a non-zero value, the flashing of the cursor 

continued w- 
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OB IB REH 
HC 28 REH 
RG 38 REH 
VF 48 REH 


I • 
ICOLOUR EXTENSION SUBROUTINE | 

I <or ces> I 
I Mritton by I 
I John Foshett NovtNbtr 1992 | 


10 68 REH | 
JV 78 REH h 
LC BO REH | 


For NOW Otari User 


mv Mother 


J 


EH i18 GRAPHICS 8:RESTORE 176:1=0 
OA 128 READ JJIF J>-1 THEN POKE 1538*1.Jj 
X=I*l:GOTO 128 

YY 138 REH m iT HITM 
OG 148 POKE 542B6.8:P0KE 548.8:P0KE 548,6 
SPOKE 512,57 S POKE 51J,6:P0KE 54286,192 
SPOKE 568.129SP0KE 561.6 
OB 158 POKE 283,1S POK E 284.16 
HS 168 REH KLlWm 

SD 178 DATA 72,169.6,133,77,141.255,2,113 
,289,236,280,165,263,248.16,169,6,141, 
182,2,169,64.141,196,2,165,264,248 
UD 108 DATA 17,165,200.37,264,197,284,246 
,9,280.12.141,243,2,184,76,130.194.169 
,2,76,46 ,6,169,6,7 6,46,6 

ug 198 reh mann 

PC 288 DATA 72,130,72,238,269,166.269,234 
,234,234,109,02,6.141,24.260.189,165,6 
,141,23,260.184,176.164,64 


JP 

218 REH 

mm 


00 

226 DATA 

140,1 

40.140,140,1 


140,140,1 
140| 1 4 o , 1 4 O 0 149| 1 4 o 0 140 ,1 4 t\ , 140 

,140,140,148,148,140,140 
JU 236 REH IjlUiHf.llUlllM 

HQ 246 DATA 262,262.262,282,262.262.262.2 
82.262,262,262,262,262,262,262,262,282 
,282.262 ,262,262,262,282 _ 

UU 268 DATA 112,48.194,64,156,6.130,6,136 
,6,130,6,136,6,136,8,136,6,136,6.136,6 
,136,6,138,6,138,6,136,0,136.0,136 
EV 276 DATA 6.138,6,136.6,136,8,136,6,138 
,6,130.6,136,6,130,6,138,65,129.6 
AH 208 REH 
GP 290 DATA -1 

YU 380 REH - 

00 310 REH 
OS 320 REH 
QU 330 REH 

ZC 348 REH - 

VP 350 REH 

ZG 360 REH - 

TK 370 TRAP 670SPOKE 752.1SP0KE 1624,176: 
POSITION 1,6S? "PRESS Hfiill TO SEE THE 
EKAHPLE PROGRAM" 

CL 300 IF PEEK €53279)<>6 THEN 300 

IY 390 POKE 559,0:DIH A$(361SA=16:6=6:C=1 

4 

TF 408 RESTORE 400:FOR 1=1 TO 5:READ JSPO 
KE 1620*1.J:NEXT I:POKE 710,20:DATA 17 


AN EXAMPLE PROGRAM 


L E _I 


6,144,1 
DH 410 ? * 

gV'l? "44 COLOUR ENTENSION SUBROUT 
INE or CES" 

KY 426 ? "►►Mritten by"s? "M+John Foshet 
t"t? "► For New Atari User" 

CT 430 ? " Dedicated to Muriel, My Moth 
•r" _ 

YJ 440 REM Bmnn 

HP 456 POKE 1629.52SP0SITI0N 2.11s? "HIGH 
LIGHTING OPTIONS: A MENU PERHAPS" 

ZH 466 FOR 1=1 TO 0:POKE 1636*I,106:POSIT 
ION 2,1+121? "Menu option";IsNEHT I 
FC 476 POKE 1646, 60S? "iUm*! CHANGE 
r.TJlT>n EXIT" : POKE 559,34 
DR 488 POKE 1654*1.CSFOR J=0 TO 30:NEHT J 
SPOKE 1654*1,IOSIF PEEK€532791=3 THEN 
536 

UK 496 IF PEEK€53279)=S THEN C=14-C 
SH 566 1= 1*1SIF I> 7 THEN 1=6 

OA 510 GOTO 400 _ 

GH 520 REH UVCT11I1 

UM 536 GOSUB 710SPOKE 1629,100:POKE 1631, 
60:POKE 1632,60:POKE 1634.52SPOKE 752, 

0 

AC 540 ? "ALTER FLASH RATES PEEK€2841=";A 
SM 556 ? "4Enter a nuMber between 6 and 2 
55 and then press return." 

VP 566 POSITION 2,16S? "POKE 264,";SPOKE 
764,255 SINPUT H16;A*:IF AS="" THEN 610 
NF 576 A=ASC C AS) SIF A<40 OR A>57 THEN 610 
OE 500 A = UAL CAS) SIF A>255 THEN 618 
YC 596 POKE 264,A:POSITION 38,11:? " ♦< 

♦";A:POSITION 2,16:? " ":60 

TO 566 _ 

EN 616 POKE 204,16IGOSUB 716SP0KE 1629,10 
0:POKE 1631.60IPOKE 1632.60:P0KE 1634, 
52 

PO 628 POKE 752.8S? "ENTERING CHARACTERS: 
UPPERCASE ONLY" 

FH 636 ? "4Try entering sone lowercase an 
d soMe inverse characters....4" 

HL 640 POKE 764.255SINPUT AS:L=LENCAS)SIF 
L <1 OR L> 35 THEN 678 
GC 650 poke 1636.176:? "4Vou can’t enter 
theM, can you ???":B=1 
6S 666 REH ■;! 

IN 676 POKE 204,16:POKE 1646,26:POKE 1663 
,6:POKE 752,1tPOSITION 2,22 
JC 606 IF 6=6 THEN ? "■drl:lO:Wd:i4»HlM4:I4M 

■"I 

TC 698 ? 


S FOR 1 = 6 TO 1 


Clear Screen Subroutine 


006:NEHT I:RUN 
KJ 700 REH 

OH 716 POKE 752,1:FOR 1=8 TO 13SP0KE 1627 
♦I,140:POSITION 2,1*9:? " 

"S NEHT I 

JK 720 POSITION 2,11:RETURN 
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; DLI 

for CES 

November 1992 

5 

PW 



TXA 



PHA 



INC 

209 


LDX 

209 


NOP 



NOP 



NOP 



LDA 

1618.X 


STA 

53272 


LDA 

1641.X 


STA 

PLA 

TAX 

PLA 

RTI 

<END> 

53271 



Source code for the Display List Interrupt 
and Vertical Blank routines 


and all Inverse characters Is enabled, the flash rate being 
dependent upon the value location 204 contains. 

For an even flash with an equal mark-space ratio (on-off 
times), the value should be a multiple of two. 16 Is the most 
suitable value which gives a good flash rate. AT gives a very 
fast flicker whilst a value of “ 128 " gives a very slow flash rale. 
Any value may be used to generate some different flashing 
effects. It Is recommended to experiment with this. 

Any time, whether or not flashing Is enabled, the cursor may 
be "turned off’ by using POKE 752.1 in the normal way. 


A SECOND CLOCK 

Although location 208 Is used by CES Itself to regulate the 
cursor flash rate, being Incremented at each VBI. It may be 
used as a second clock In the same way as location 20. This 
location may be PEEKed. but it should not be POKEd. If 
POKEd under program control, a disruption to the flash 
rhythm will result. 


REGISTER 209 

This location is used by CES as a counter to synchronise the 
colours to the correct screen lines. This location Is Incre¬ 
mented each time the DLI Is called by the display list, which is 
23 times. Thus location 209 increments to 23 before It is reset 
to zero by the VBI. This register tells the DLI where to read the 
data from In page six to load into the appropriate two hard¬ 
ware colour registers. If this location was to be POKEd under 
program control, then a sudden flicker of the screen colours 
will result creating an amateurish and an untidy appearance. 


WHY NOT “WSYNC” 

The usual way of synchronising the loading of the hardware 
registers Is to use the 'WSYNC' register at location 54282. 


! VBI for CES November 1992 
I- 


PHA 

LDA Me 
STA 77 
STA 767 
STA 209 
INC 208 
{ CHARACTERS 
LDA 203 
BEG CHARAC 
LDA 0* 

STA 694 
LDA 064 
STA 702 
CHARAC 
; CURSOR 
LDA 204 
BEO ON 
LDA 268 
AND 204 
CMP 204 
BEO ON 
BNE OFF 
CURSOR 
STA 755 
PLA 

JMP 49802 

I- 

1 CURSOR ON 
ON 

LDA 02 
JMP CURSOR 
{ CURSOR OFF 
OFF 

LDA 00 
JMP CURSOR 
<END> 


When used, the colours of the lines were found to be rock 
steady, but they wobbled when text was printed to the screen 
creating a nasty amateurish appearance. Instead of using the 
WSYNC register, three 'NOP' instructions were used to suffi¬ 
ciently delay the loading of the hardware registers to ensure 
that the loading is actually done ’off screen” providing colours 
that remained rock steady at all times. 


THE DISPLAY LIST 


The display list data is a normal Graphics 0 display list 
modified to call up a DLI Interrupt 23 times. Zeros have been 
included in the display list to produce the lined screen. Some 
of the lines may be removed by simply removing the relevant 
zeros to give a partially lined screen. Since the loading routine 
continually loads data until it reads a "- 1 ”. the actual number 
of statements is therefore unimportant. 


THE BASIC LISTING 


The Basic listing comprises of CES Itself followed by an 
example program to show some of the potential of CES. 

CES is the top part of the listing down to the data statement 
-1 which is the end of data flag. • 
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Review 


THE SAM 
DESKTOP SYSTEM 

reviewed by Paul Rixon 


GEM for the 8-bits? Not 

quite, but SAM • an abbrevia¬ 
tion for Screen Aided Manage¬ 
ment. and not to be confused 
with the classic Software 
Automated Mouth - Is an HO 
column desktop environment 
for the XL/XE complete with 
windows, pull down menus. 

ST mouse support and lots of 
other GEM-llke features. Un¬ 
like some other 8-blt OS en¬ 
hancements SAM requires no 
tinkering with the hardware. 

Written by Harald Schonfeld 
and Andreas Blnner and ori¬ 
ginally published In the Atari 
magazln'. the software and 

accompanying documentation (25 pages of A4 - but no index) 
have now been fully translated for English-speaking users. 

SAM Is basically a collection of useful DOS functions together 
with several Inbuilt applications and utilities. The front screen 
comprises five drop-down menus - File. Directory. Utilities. 
lnlo/Access and Exit. To view the underfytng options you have 
to move a screen pointer with the Joystick or mouse onto the 
required menu, and then press the trigger or mouse button. 
You can then point to the desired function and click again to 
Invoke It. The mandatory HO column display Is quite readable 
on a monitor though TV users may need to book a check-up at 
the Opticians! 

The Flic menu Incorporates eight common DOS functions: 
Lock. Unlock. Delete. Rename. Format. Disk Copy. Read Sec¬ 
tor and Write Sector (but no Copy File - a strange omission). 
When (he selection of a file Is required a window opens up In 
the centre of the screen and the screen pointer can be used to 
scroll through a list and mark the chosen Item. The Disk Copy 
option seems excessively keen on disk swaps, though this will 
be no concern to multiple-drive users. Another niggle Is that 
the Read Sector option seems prone to causing lock-ups if 
non-senslble values are entered. Otherwise, everything acts as 
expected. The Directory function Is given a sub-menu of Its 
own since. In addition to the expected file listing, there is an 
option to create and edit Extra Disk Information (EDI). EDI 
takes the form of up to sixteen 80 character lines which can be 
attached to a disk and stored without any loss of normal disk 
space. The idea is to replace the need for Read.Me' files, and 
modestly assumes that the disk's next recipient will also be a 
SAM user! 

Under the Utilities menu you'll find Character Set Editors for 
designing mono and colour character sets (which can then be 
used in your own programs), a card filing system, a Memory 
Monitor, a Text Processor and a paint program. All use the 
SAM 80-column display and interface methods, including 
mouse or Joystick selection (though sometimes keyboard In¬ 


puts are required, even when 
a ’hands-off method could 
have been Implemented). 

SAM Memobox. the card fil¬ 
ing system, allows you to cre¬ 
ate and manage 96 data cards 
on a specially formatted work 
disk which may contain up to 
sixteen lines of 32 characters. 
A separate catalogue file helps 
you keep I rack of the con¬ 
tents. You can subsequently 
search for specific text (Includ¬ 
ing wildcards) in the catalogue 
or In the cards themselves. 

You can also create Input 
masks to simplify data entry 
and print out the data display¬ 
ed during edit, show and search options. SAM Tcxter Is a text 
processor that greatly benefits from the HO column display 
mode. You can Insert, delete, move, copy and clear text as well 
as specify margins and alignment. When It comes to produce a 
hard copy you can select printer attributes such as I’lca/Ellte. 
Condensed. Expanded. Bold. Italic and NLQ modes (an Epson 
compatible printer Is required). SAM Painter ofTers the usual 
drawing functions such as Line. Rays. Box. Frame. Circle. Fill. 
Zoom and several others. You can choose from five brush sizes 
or a spray can cfTcct and include up to 128 colours In one 
picture! The end result can then be saved to disk and printed 
using eight grey-scales. 

Finally, the Acccss/lnfo menu provides a launching pad for 
SAM accessories which are available separately from I he pub¬ 
lisher or can be written by those familiar with assembler. It’s 
Important to note that normal machine code or Basic prog¬ 
rams can't be Invoked from the SAM desktop - you should 
think of It as a completely new operating system. SAM Fireball 
Is supplied as an example accessory and will be well received 
by Breakout fans. This variation of the game (which also uses 
the standard SAM interface) has four difficulty settings ranging 
from beginner to Invisible! 

SAM Is. without doubt, an extremely clever feat of H-blt 
programming. Its usefulness as a desktop system Is dimin¬ 
ished by Its Inability to launch ’normal’ programs though the 
inbuilt accessories provided, and the option to add more, go 
some way to alleviate this problem. TV-based users are unlike¬ 
ly to be satisfied but others should be impressed by the 
innovation. 

The SAM Desktop System is published by Power Per 
Post of Germany and distributed in the UK by Dean 
Garraghty. 92 Thomson Avenue. Balby. Doncaster. DN4 
ONU. The price is £12 plus £1 to cover the cost of 
postage and packing. 
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Software 

LIGHTS, ACTI 


Vou probably know the Atari Classic by his arcade 
games. This time I'm going to tell his story under the 
Hollywood lights. There Is quite an amount of software 
adapted from the big screen to the screen of our 
machines which might seem obvious when your consider 
that Atari was owned by the movie producer Warner! I 
will present you all of them, or rather all of which I know 
and have played with on the XL/XE. converted from 
movies. TV series or cartoons. 


LEADER OF THE PACK 

I will begin with a Hitler trivia. Which Is the most productive 
firm for these adaptations on the 8 bit? The winner Is DATA- 
SOFT with seven adaptations among which we can count 
ZORRO. GOONIES. CONAN. DALLAS QUEST. NEVER ENDING 
STORY. BRUCE LEE and 22IB BAKER STREET (as It relates 
to Sherlock Holmes). 

Let's begin to explore the Datasoft world with THE 
GOONIES. adapted on XL In 1985 from the Warner Bros' 
release and which really respects the soul of the movie. The 
programmers have succeeded In keeping the team together by 
having two characters controlled by only one player with sever¬ 
al screens In which you have to think of the appropriate action 
which will enable you to pass on to the next level. Each action 
Is straight out of the movie like making the money machine 
maker work. A great success from Datasoft as almost every 
adaptation from this software house has been, perhaps one of 
the best In XL history! 

Next came ZORRO. produced the same year, which really 
puts you In the same world as the hero's one. that is to say the 
ranch, bar. cavern, fortress, etc. allowing you to fight the 
soldiers and also to solve the puzzles and consequently adopt 
the right action for each screen. A game that can't be missed 
anyway (except for the boring music) as it neatly combines 
action and reflection. You do have to take care which version 
you use as two versions have been produced, one for tape 
users and another for disk users which has more screens. 

Let's have the last one for more fun! 

I have seen Schwarzy In CONAN THE BARBARIAN 
but I didn't like the computer adaptation produced In 1984 as 
the colours aren't great and the character throws his sword 
really far killing everything on his way ahead and back. Not 
one of the best. 


THE FIRST MOVIE 

You probably wonder what are the first and last adaptations 
on XL from the movies. The first movie game translation was 
DARK CRYSTAL from Sierra-On-Line released in 1982 


(hey. that's 11 years ago and 1 am still using my XL!). This 
comes on three double sided disks, that is to say that I his first 
one came on 6 sides - a feature length game? This Is a classic 
adventure game based on the movie's story, where you can 
talk with those strange creatures seen In the picture. 

Talking about adventure type games. 1 have had a look at the 
SCOTT ADAMS / ADVENTURE INTERNATIONAL titles which 
appear to refer to movies, and discovered that a significant 
amount of movie based software had been produced MIS¬ 
SION IMPOSSIBLE (1982) HULK (1984) • but where 
is Bruce Banner? SPIDERMAN (1984). BUCKAROO 
BANZAI HUMAN TORCH and THE THING 
(1985). These kind of games are very similar and It Is quite 
difficult to be really addicted to them as graphics are not so 
great and they arc without music. On the contrary, adventures 
such as DALLAS QUEST or THE NEVERE- 
NDING STORY are good enough to recover the spirit of 
the cinema with elements such as music, people, text and 
adapted graphics. 


HI SPOCK! 

On the TV side, series like STAR TREK have given life to 
software adaptations on the XL as far back as 1983 with a 
game based on the movie produced by Paramount Pictures. Ill 
Spock! Sega produced a nice STAR TREK version where 
your spacecraft has to dear each zone from the aliens. The 
upper part of the screen seemed like Asteroids, and the lower 
part had a sight screen and a bigger view of the aliens coming 
near. 

Also from Sega Is BUCK ROGERS "Planet of 
Zoom" produced In 1983 in which you are piloting a space¬ 
craft In a 3D area and have to pass between two lower loca¬ 
tions as well as avoiding and destroying alien spaceships. This 
game had a very original concept when It went out in stores. It 
has been used 6 years later In the Atari version of CYGNUS 
XI produced In 1989 in which the background Is perhaps 
nicer than the Sega s version but presents less Interest due to 
the existence of only one alien spaceship to be destroyed at a 
time and to the difficulty of moving your spaceship. Moreover, 
the Sega's XL version can be joystick or keyboard driven, offers 
5 lives and a really better animation whereas the above men¬ 
tioned Atari game offers only 3 lives. 


GREETINGS PROFESSOR FALKEN... 

With those famous three words, you have probably recognised 
’Joshua', the computer of the movie WARGAMES which 
(or 1 should say who) began the "global thermonuclear war". 
The XL version of this movie was produced by Coleco in 1984 
under a licence from United Pictures. It Is really addictive as it 
puts you In front of the same situation described In the movie. 
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Patrice Robert investigates 
the adaptations of big 
movies, series, comics and 
cartoons to the Atari Classic 


where you see missiles, strikes points and satellites moving 
around the USA on your computer screen. The “defcon status' 
and the time remaining displayed on the board hang you to the 
movie’s atmosphere. 

This game makes me think of modern times where Informa¬ 
tion. Its access and Its ownership means power and money. It 
reminds me of Activision’s strategic game HACKER where 
the Information has to be tracked along with several spies in 
order to complete a full page message. If you saw the recent 
movie SNEAKERS starring Robert Redford. you probably have 
a better understanding of what I mean. The Atari 8-blt Is also 
an example of this technological war that has Just begun. That 
sometimes make me think that the world is going crazy’ when 
looking at the Incredible penetration of the computer In mod¬ 
ern societies Just ten to twelve years after Its Introduction In 
most firms. 


MY NAME IS BOND ... 


Talking of Information and spies reminds me that I haven't 
yet mentioned THE spy. I mean 007. JAMES BOND, who 
has also been adapted twice to XL world. 

Firstly came the Parker game. In 1984. where you control a 
speedboat and later. In 1987. he appeared in Domark's LIV¬ 
ING DAYLIGHTS (see Atari User Vol. 3 No.4. August 
1987. page 8) which includes 8 levels. In which 007 has to 
shoot the enemies (as he has a wide range of weapons), and 
avoid the bullets. The most outstanding thing about this game 
Is that every level puts you In a really multi-horizontaJ scroll¬ 
ing scenario and offers multi-screen action full of colours. The 
concept of this game could be taken to create a light-gun 
driven game. It would be a success! 


USE THE FORCE LUKE! 

According to my 8-bit knowledge, the only movie to have been 
adapted several times on the XL/XE Is STAR WARS The 
first time was from Parker who released a cartridge represent¬ 
ing a spaceship fight whose scenario was based on the STAR 


RAIDERS ROM from Atari. Then came THE EMPIRE 
STRIKES BACK Finally. THE RETURN OF 

THE JEDI ended this trilogy- all three parts of which have 
been adapted. Before that Domark (initially developed by Zep¬ 
pelin) produced Its own version of the original first part. 
STAR WARS (see issue 39 of N.A.U.. page 45). Both the 
Parker and the Domark/Zeppelin versions are very similar as 
they sit you In the cockpit of a spaceship trying to destroy 
those X-wing fighters and finally the Death Star. Three parts of 
the movie are represented from the X-wtng scene, via the 
growing towers, to the inside of the Death Star. 

Well, that's four games from a movie trilogy adapted to our 
8 -bit machine, not so bad for a single concept movie! But what 
a movie wouldn't you say! 


WHO YOU GONNA CALL? 

GHOSTBUSTERS on XL from Activision (see Atari 
User from October 1986. vol. 2 No. 6. page 16) was one of the 
biggest movie conversions to the 8-blt world. The Introduction 
speech synthesis recreates perfectly the atmosphere of the 
movie. This adaptation from the Columbia Plcltires' movie lets 
you drive special anti-ghost cars through Invested towns and 
finally face the Marshmallow man. Quite every machine must 
have an adaptation of this movie. Well done Activision! But 
why didn’t you produce the second part which appeared on ST 
and Amiga? 


Hi, ELLIOTT! 

If you had a VCS from Atari In the 80s. you can't have failed 
to play E.T. PHONE HOME On the XL/XE. the 
graphics are clear and well coloured, starring Elliot who tries 
to recover all the phone pieces. If you succeed In assembling 
all the pieces and go In the right place In the forest, you will 
see the mother spaceship landing and will hear the digitized 
voice of E.T. A classic game that must have been played and 
know-n by every Atarlan. I Just regret one thing which Is that 
when Atari was a Warner company. It could have produced 
more movie adaptations on the 8-bit micro of this stature. 


MORE STRANGE PEOPLE 


During this short review, you probably couldn't have failed to 
notice that many games converted from movies began life In 
the comics - Hulk. Human Torch and the Thing etc. I would 
really like to see more of them on our machines and why not 
an arcade version of the X-MEN. THOR or the SILVER 
SURFER? 

On the cartoon side. Walt Disney have starred Mickey Mouse 

on the XL In MICKEY IN THE GREAT OUT¬ 
DOORS (see Atari User vol. 4 No. 7. November 1988. page 
10 ). 

Some cartoon characters have recently come along to the 
XL/XE. like the famous Hanna-Barbera ones in YOGI 
BEAR (Greed Monster and Great Escape - see N.A.U. Issue 
51. page 41) and also RUFF & REDDY (see N.A.U. Issue 49. 
page 42). both from Hi-Tec. According to my knowledge, these 
are some of the latest conversions from cartoons to our 8-bit 
machine. DONALD from Ke-soft. produced in 1992. is the 
most recent one. with master music pieces from Rondo Vene- 
zlano which really sound great. You should hear it. 

continued ^ 
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WELCOME TO THE JUNGLE! 

Coining from "oul of Ihe jungle' as the Ulle says Is noi only 
initially a comics star, but also a TV and movie star who has 
appeared in many different bodies but stayed the same good 
man to the animals. You recognise him. of course. TAR- 
ZAN. Converted to our machine by Coleco (who first de¬ 
veloped It for their game console on ROM cartridge) in 1984. 
the Edgar Rice Burroughs' character. Tarzan. evolves among 
monkeys, gorillas, hidden snakes and bananas, and jumps 
from creeper to creeper, climbs trees, dives m the river and 
swims and is even pursued by crocodiles. As in Ills movies, 
your XL character has to liberate the monkeys from the hun¬ 
ters who also try to shoot him. Atari had exploited the same 
topic in 1982 with JUNGLE HUNT based on the game of 
Talto America called Jungle King. Itself based on the character 
of Tarzan or Indiana Jones. This game offers 4 different action 
screens and horizontal scrolling, both well designed, and a 
wonderful jungle background with a great amount of colours, 
especially those green shades. Both are worth playing. 

MANY REGRETS 

One of my biggest regrets Is that when Atari belonged to the 
big movie producer. WARNER Communications. It didn’t de¬ 
cide to make games of their biggest productions. They would 
have been a huge success! This makes me think of FIREFOX. 
which was produced by the Warner team and about which I 
had saw a advert In an Issue of the French magazine Tilt', 
saying it was to be adapted on C64. Apple and Atari XL. Has 
anybody seen the XL version? 

However, the big movies have been explored by some software 
producers such as Activision who didn't buy the rights of the 
movie "Indiana Jones', but published two games based on his 
character, which were both a huge success In the XL/XE 
world. I speak of PITFALL I and PITFALL 2 respec¬ 
tively released In 1982 and 1984. Lucasfllm. the movie produc¬ 
er of "Raiders of the Lost Ark'' (you will note that the under title 
of PITFALL 2 Is "lost caverns" not so far from the second s title 
episode. Is It?) could have adapted their movie to the Atari as 
they produced many excellent games for the XL like Ballblazer. 
Eidolon. Koronls Rift and Rescue on Kractalus. are all exam¬ 
ples of their superb talents. 

However. David Crane, the creator of the Pitfall series has 
created a similar character to Indiana called Harry Pitfall, 
presented as an adventurer, that had to Ik* guided through a 
maze of Jungle scenes, trying to collect the most treasures In 
the shortest possible time. Didn't this make you think of a well 
known scenario? Congratulations are due to the programmer 
who Included in his games the much needed elements to make 
the player feel as close as possible to the movie star. There are 
jungle creepers, treasures, snakes, scorpions, ladders, dan¬ 
gers. traps ... and you find yourself guiding a hero that had to 
Jump onto crocodiles' mouths to pass some quicksands, and 
trek into deeper forest by underground and skyborne actions! 
David Crane must have hit the Jackpot when he released those 
games as they are very similar In spirit to the referred movie. 
Being not a fool, he did it again with GHOSTBUSTERS. which, 
according to the Activision's advice, has sold over 500.000 
copies in the all-format computer world. 

I think Activision's programming team well understood the 
point that success can be close at hand by taking a movie s 
hero and Ills environment and then Including both in a com¬ 
puter game. MASTER OF THE LAMPS produced in 
1985. has also explored the old movie theme of Ali Baba. Sit on 
a magic carpet and you are Hying In the air In an outstanding 
3D action scene before meeting a genie. 


However, some big movies such as RAMBO or COMMANDO 
which both exist respectively for the ST and the VCS. haven't 
been turned on to the XL/XE. Why not? 


FIGHTING FIT 

Many of us would have liked to see those big light movies on 
our computer screens but don't be too disappointed, some- 
other titles give an alternative way of destroying those 'bad 
guys'. For the specific killer player, take a look ai GREEN 
BERET from Image Software, which includes horizontal 
scrolling but lacks the final touch that puts a game up at the 
top. There are. however, very' nice backgrounds during the 
player's evolution. In the same mould. WHO DARES 
WINS II from Tyncsoft offers a vertical fighting progression 
but Is no more successful than the previous one. And then 
came LOS ANGELES SWAT (also based on an old TV 
scries called SWAT) starring a team of three cops guided by 
yourself through a town under siege In which you have to clear 
enemies throwing grenades at you. without killing those quiet 
grandfathers walking down Ihe street. 

More recently I discovered OPERATION BLOOD from 
Mirage and ANG software which Is graphically very near the 
classic OPERATION WOLF. Those Polish programmers are 
really good! 

What I've always been waiting for. however. Is JACKAL from 
Konami which even had published an advance notice for the 
XL version In Aturl User (see Issue of Nov. 1987. vol. 3 No. 7. 
page 2). Did It ever appear? 

GOING THE OTHER WAY 

Some software publishers feel the need to get movie stars 
converted to their games as It probably boosts their sales, but 
some computer characters have taken the opposite path from 
the computer to TV. I want to speak of the greatest Mister of all 
computers. PAC-MAN who was converted to cartoons some 
years ago and POLE POSITION has also followed the 
same way. What a success for NAMCO and ATARI, respectively 
creator and publisher. Some others like MARIO have a 
great career and. of course. SUPER MARIO 
BROTHERS has Just been released In the cinema. What 
about MONTY, the hero of Montezuma's Revenge who could 
have made nice transformation to the big screen as well as Q 
BERT. Both, however, have stayed in the shadows. 

Each adaptation gives life to my Atari and creates fun In my 
own life because when I play one of these games I remember 
the movie or the cartoon I saw when I was kid. But these 
adaptations are not Just echoes of the past as Ke-soft. Hl-Tec 
and ANG software are continuing the tradition with more 
recent adaptations. DONALD and other Hanna Barbcra dedi¬ 
cated games are proof of It!! 


I hope that you have enjoyed this trip to the movies and. 
mavbe. found out about a few games that you didn't know- 
existed. As a conclusion. I would like to roll the credits and say 
hello to some French friends of mine who form a major part of 
my Atarian life. Hi to Jean-Claude. Plerre-Andre. Christian and 
many more. I know that they are all subscribers to this great 
magazine and will read my article if published. 

I also would like to say hello to Atarians all over the world 
who can write to me If they want: 

Patrice ROBERT 7. bd Marcel Pourtout 
2500 Rueil Malmaison FRANCE 
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XL/XE GAMES ... XUXE GAMES ... XL/XE GAMES . 


i 

i 


DARKNESS HOUR 



ntroductng the latest Pol¬ 
ish Import from Micro 
Discount - called DARK¬ 
NESS HOUR. This one's an 
arcade adventure with plenty 
of levels, loads of screens and 
seemingly no shortage of 
action. 

According to the Instruction 
slip (not to be sneezed at - or 
you might lose It!) an evil sor¬ 
cerer has Invaded your coun¬ 
try and bewitched the souls of 
Its faithful knights. They have 
all been transmogrified into 
butterflies and scattered far 
and wide across the land. 

Your task, of course. Is to 
search for and rescue these 
strangely encapsulated crea- 

Tltle: DARKNESS HOUR 

Publisher Avalon/Micro 
Discount 
Price: £5.95 

Format: Disk 

Reviewed by Paul Rlxon 


tures so that law and order 
may be restored. As the souls 
are only visible at night you 
have a very limited timescale 
in which to complete your 
mission (a clever 'rising sun' 
Indicator gives you a fair idea 
of the period remaining) and 
various nasty guards help to 
ensure that your progress isn't 
loo straightforward. 

In order to locate the five 
captured souls on each level 
you’re required to run around 
the levels and find keys to 
open doors, some of which are 
Intended to catch you out as 
they don't actually lead to 
anything worthwhile. Some 
areas are protected by ani¬ 
mated nasties which you can 
eliminate with your unlimited 
supply of swords (Just as well 
since otherwise they Instantly 
kill you on contact). You can 
also Jump onto, or over, other 
obstacles. Transporter pads 
help to move you around the 
levels though some problems 


will only be solved through 
trial and error over several 
attempts - annoyingly, you've 
got to start from the beginning 
when your lives are depleted 
or the time limit expires. 

The main playfleld and other 
objects, including your own 
character, are relatively large 
in size and therefore clearly- 
defined. The scenery Is nicely 
shaded and generally well de¬ 
signed. using a variety of 
styles over the different levels. 
Animation Is also beyond cri¬ 
ticism. The screens flip' as 
your character moves across 
the boundary- Into nrw loca¬ 


tions and the Joystick re¬ 
sponse Is predictable, giving 
the game an approachable 
feel. A series of boxes below 
the playfleld Illustrate your 
current holding of keys, lives 
and souls. Appropriale music 
- which can be silenced - 
accompanies I he action. 

Aside from the inability to re¬ 
sume play on a previously 
completed level. Darkness 
Hour is a very competent 
game with a strong quality of 
addictiveness and many com¬ 
mendable features. Arcade 
adventure fanatics would In- 
well advised to Investigate. 





MINESWEEPER 


I n Issue 60 I reviewed a 
new game from Ke-Soft 
called Bomb and men¬ 
tioned that It was based on a 
PC Microsoft Windows prog¬ 
ram named Minesweeper. 
Now. from PPP of Germany 
comes none other than ... 
MINESWEEPER! 

Naturally there's little differ¬ 
ence In the nature of game- 
play. though PPP's version is 
more faithful to the Windows 
original. The playfleld com¬ 
prises a grid of squares, hid¬ 
den under some of which are 
dangerous mines. Your objec¬ 
tive is to correctly distinguish 


the clear squares from those 
that contain mines. When you 
uncover an empty square, a 
number Is displayed to inform 
you the number of mines lo¬ 
cated in the adjacent squares. 
Using rules of logic (and occa¬ 
sionally pure luck) you can 
gradually sweep' the entire 
grid. You must use an ST 
mouse or joystick to click a 
screen pointer over the clear 
squares. It's also useful to 
pinpoint the mined squares so 
you don't inadvertently select 
them later, but to do this 
you've got to hold down the 
shift key as you click on the 


button. This Is not exactly 
easy when two hands are re¬ 
quired for the Joysllck. and 
unnecessary when using a two 
button mouse - I can't help 
feeling the author could have 
chosen a better method. 

The game offers four levels 
which differ In the number of 
squares and the correspond¬ 
ing intensity of mines - from 
an 8x8 grid to a massive 
30x20 variety. There's a time 
restriction of 10 to 60 minutes 
though you'll need to do a lot 
better than this to achieve a 
good placing in the disk- 
stored high-score (or low- 
score) table. The program 
maintains a different table for 
each level so there's no confu¬ 
sion when comparing times. 

Minesweeper scores more 
highly than Bomb In the 
graphics department. 

Although simple, the display 
is well drawn and incorporates 
some nice effects - Indeed. It’s 
a fine advertisement for the 


{Julck programming language 
used lo develop the software 
(see review elsewhere In this 
Issue). My only criticism Is 
that the squares could be 
slightly larger, as the smallest 
grid appears rather lonely In 
the centre of a mainly blank 
screen! If PC Minesweeper Is 
anything to Judge by. Ibis 
game should be very popular 
indeed. 

Minesweeper is distributed in 
the UK by Dean Garraghty. 92 
Thomson Avenue. Balby. Don¬ 
caster. DN4 ONU. Dean also 
distributes the PPP games 
Rubber Ball and Glaggs It. 
both of which received favour¬ 
able reviews in Issue 53. 


Title: MINESWEEPER 

Publisher: PPP 
Distributor Dean Garraghty 
Price: £5 

Format: Disk 

Reviewed by Paul Rixon 
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XL/XE GAME UTILITY 

BOULDERDASH 


SCREEN 

COPIER 

& ORGANISER 

T he main aim of this program Is to copy your Bouldcr- 
dash game screens created from the Constructlon-Klt 
In one pass. Prior to the existence of this utility, 
copying my Boulderdash game-screens was a bit of a drag, to 
say the least! With a one drive system It was occasionally 
necessary to swap between the source and destination disks 
about 40 times Just to copy 20 screens! 

Being a Boulderdash Freak. I have made over 180 screens 
and copying them one at a time was out of the question, so I 
wrote this utility! 

The program Is fully remarked and shouldn't need much 
explanation. 


INPUT 


Type In the listing and save It to a formatted DOS 2.5 
diskette. When you run the program. It will ask you to Insert 
the sot tree diskette that you want to copy the game file from. 

If there arc any game files on the Inserted disk, they will be 
listed on the screen. Just type In the game filename along with 
Us .GAM extender and the program will read In all the screens. 


OUTPUT 


The output disk must already be DOS formatted, and when 
you confirm your output with a "Yes' prompt, the game will 
then be written to the destination disk in the drive. 

The program also allows you to write the same game again, 
otherwise It will re-run. 


ORGANISATION 


There Is also one other feature that the program offers. AH the 
screens in the output game Tile will be written in the order they 
are played. This reduces loading time, as well as wear and tear 
on the drive head jumping up and down the disk. 

Well. If you are a Boulderdash freak like me. I hope you will 
find this program as useful as I STILL do! 


OK 1 REM 
WH 2 REH • 
ML I REH » 
KF 4 REH « 
XZ 5 REH « 


BOULDERDASH SCREEN 
COPIER AND ORGANISER 
by Andrew C. Thompson 


FO 6 REH N NEH ATARI USER - AUG 1993 « 

NN 0 REH 

ZG 132 REH N* tOii 
RE 134 REH 

PM 136 DIH D$ CI 9) ,E$ C15) ,C105 < 7J , l $ C 02 ) 
GR 138 OXH G$C649>.F$C48«13*8>,S$<1> 

OU 140 REH 

KT 142 REH "* ICHf:lT IK»EIl 
RG 144 REH 
TG 146 GRAPHICS 0 
UF 148 LIST 118,126 


CO IS 
VU 15 
TB 15 
TX 15 
DH 15 
IV 16 
AN 16 
CV 16 
FG 16 


••THIS PROGRAM MILL COPY YOUR'* 
••BOULDERDASH GAMES OF UP TO* 1 
••40 SCREENS IN ONE PASS" 


••THE FINISHED COPY MILL BE" 
••ORGANISED SUCH 1 HAT ALL THE' 
••SCREENS MILL BE IN THIER** 
••CORRECT PLAYING ORDER" 

RM 16B REH _ 

YK 178 REM »♦ H'FLH-4 
RG 172 REM 
GJ 174 1=1 

OT 176 GOTO 178*4*»CI>8> 

DO 178 7 

GB 189 7 "NO GAMES ON THIS DISK- 

DA 182 7 

KU 184 7 "INSERT YOUR BOULDERDASH" 

PN 186 7 "GAME DISK" 

DS 188 7 

ME 198 T "PRESS RETURN"; 

TV 192 KEV=155 

ZR 194 GOSUB 468 

VM 196 GOSUB 4B4 

GD 198 GOTO 17B*28«CI>8> 

ON 208 REM 
TK 292 REM »♦ 

OZ 284 REM 
RR 286 DS="D1S" 

DD 288 7 

LA 218 7 "GAME NAME- "JD$; 

JR 212 INPUT ttl6;E$ 

SG 214 D$C4)=E$ 

RH 216 REH 
JY 218 REM *»♦ 

OR 228 REM 

HZ 222 CI0$="MB* UQ*‘ 

RD 224 REH 
HQ 226 REH PLA 


CIO CALL ROUTINE 


by 

Andrew C. Thompson 
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SP 

228 

REM LDX OS10 

AR 

230 

REM JSR SE456 

SO 

232 

REM RTS 

RP 

234 

REM 

RL 

236 

REM 

EG 

238 

REM ** [HAMffTI qACNJ 

QV 

240 

REM 

KO 

242 

A=ADRCCS) 

YM 

244 

AUX1=4 

GI 

246 

ICCOM=7 

IQ 

248 

L1=2SZ 

IA 

250 

L 2 = 252 

MN 

252 

CLINE = 254:GO T 0 518 

PP 

254 

LSC1)=CHR5 CPEEK C856)) 

00 

256 

L $C2I=CMR$CPEEKC857)) 

RV 

258 

REM 

SB 

268 

rem »♦ fjiM»»-i;M T rw*uiTTTfrw 

RP 

262 

REM 

IF 

264 

1 = 8 

IF 

266 

5=8 

JO 

268 

GOTO 278*2*CPEEKCA*I) 046) 

UF 

278 

5=5*1 

KL 

272 

1=1*13 

PY 

274 

GOTO 268*14** CI)48**13*8~1> 

RT 

276 

REM 

MD 

278 

REM n* MQHttOM'CIIC 

RD 

280 

REM 

DB 

282 

7 

IL 

204 

GOTO 286*12*CS>8> 

HN 

286 

7 "THERE ARE NO SCREEN5 IN TNI5" 

FY 

288 

7 "GAME FILE?" 

UA 

258 

5T0P 

RL 

252 

REM 

IV 

254 

rem ** 

RH 

256 

REM 

J Z 

258 

B = A 

PD 

388 

A=ADRCSS) 

EG 

382 

C=B 

ZA 

384 

F S="" 

RS 

386 

D$="Dll" 

GC 

388 

1 = 8 

HI 

118 

GOTO 312*48"CC>5-1> 

IC 

312 

M=PEEKCB«C*13*I) 

JB 

314 

GOTO 116*2*04=12) 

SH 

316 

DS CLFN CDS)*1)=CHR$ CM) 

RC 

118 

1=1*1 

KZ 

328 

GOTO 312*18* CI>11) 

YL 

322 

F$ CC*12*1)=D$ C4> 

IS 

324 

FSCLENCFS)*1)=" " 

IA 

326 

7 , D S C4 ) 

RO 

328 

REM 

CB 

330 

DFM «» III A4N 111 1 « 1 1 

RA 

332 

REM 

NO 

334 

CLINE=336:GOTO 518 

FE 

336 

LSCLENCLS)*1)=CHRSCPEEKC856) ) 

GP 

338 

LS CLEN CLS)*1)=CHRS CPEEK C857)) 

CZ 

348 

A=A*585 

NH 

342 

C=C*1 

PO 

344 

GOTO 386 

RO 

346 

REM 

BO 

348 

rem *• [»i**8i:f-ix»i:i 

OY 

358 

REM 

CM 

352 

•> 

HL 

354 

7 "INSERT YOUR DESTINATION" 

MZ 

356 

7 "DOS-PORMAT DISK" 

DO 

358 

7 

ZJ 

368 

7 "PRESS RETURN" 

PE 

362 

K = 155 

ZN 

364 

G05UB 468 

RS 

366 

REM 

FJ 

368 

REM *♦ 

RC 

370 

REM 

TX 

372 

7 "CONFIRM? HRITE? >"; 

BN 

374 

KEY=85 

ZV 

376 

GOSUB 468 

DS 

378 

7 


RE 380 REH 

QD 382 REM *♦ "JTl»rflI].CJIW3 
RQ 384 REM 
51 386 DS="D1:" 

T M 388 D$C4)=E$ 

KT 350 ft-ODRC G S ) 

AP 352 OUNl=8 
AP 354 ICCOMrll 
UP 356 L1=ASCCLSCl)> 

VC 358 L2=ASCCL$C2)) 

MR 408 CLINE=408:GOIO S10 
OV 402 REM 

LA 404 REM •* HlfTII 

RH 406 REM 
OF 408 ? 

PC 410 A=ADRCS$) 

EJ 412 C = 8 
RP 414 NZ N »|I N 

CL 416 DSC4)=F$CC*12«1,C*12«1«11) 
IF 418 7 ,DSC4) 

LP 428 L1=ASCCL$CC«2»3)) 

MU 422 L2=ASCCLSCC«2*4>) 

NO 424 CLINE=426:G0I0 510 
DO 426 A=A*585 
OL 428 C=C*1 

ZB 430 GOTO 414*24*CC>5-1) 

RB 432 REM 

MM 434 REM «♦ inJUVil’QCU 

RN 436 REM 

DL 438 7 

BL 440 7 «J" HAS BEEN COPIED" 

HE 442 7 "HRXTE AGAIN*' >" 

BI 444 KEY=85 
XE 446 GET H3.K 

AM 448 IF K -85 THEN GOTO 352 
UV 450 RUN 

RF 452 REM 


OZ 456 REM 
RK 458 REM 
RB 46B REM 


NX 468 
ON 470 

HY 472 
DU 474 
AG 470 
SB 478 
LB 480 
RL 4B2 
MO 4B4 
SE 486 
CT 488 
CZ 450 
CZ 452 
KA 454 
RN 456 
EN 458 
RH 500 
ZH 502 
RC 504 
MO 506 
RO 508 
MD S10 
HL 512 
LP 514 
ZN 516 
ZP 518 
SA 520 
NC 522 
DA 524 
EH 526 
PO 528 
LH 530 
01 532 


CLOSE U3 

OPEN W,4,0,"Kt" 

GET Ml.K 

GOTO 472*4*CKEV=K) 

RETURN 

REM _ 

rem aimma 

REM 

CLOSE U2 

OPEN «J2.7,8,"D:*.GAM" 

1=0 

Y 

INPUT N2;DS 

GOTO 456*6*CDSCl,3)>="O80") 

1 = 141 

7 ,DS 

GOTO 452 

RETURN 

REM 


REM 

HI = XNT CA/256) 
LO=A-(H1*256) 
CLOSE N1 

OPEN m,AUXl,0,DS 
poke ese.xccoM 

POKE 852,LO 
POKE 853,HI 
POKE 856.LI 
POKE 857,L2 
M-USRCADRCCIOS)) 
CLOSE N1 
GOTO CLINE 
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A SIMPLE 

SCROLLING 

MESSAGE 

F or this edition of Page 6 I have here a short but sweet 
subroutine. It Is taken and modified from a much more 
complex program sent to me by Mr N C Williamson and 
I thank him for it. His big program Is a disk based weather 
forecast application. In which he has used a great range of 
inclining and prompting methods to keep the whole applica¬ 
tion lively and varied. If you are Interested In meteorolo*^' (that 
Is weather forecasting, not small heavenly debris!!) you will 
line! the program Interesting. You can get In touch with Mr 
Williamson through me If you send me a stamped self addres¬ 
sed envelope. 

Anyhow back to the little subroutine. What It does In general 
terms Is take a text string (that Is a message!) and print part of 
it on the screen then, after a short pause, move everything one 
character to the left and print It again. This is repeated until 
the end of the message is reached and then starts again 
making the text appear to scroll continuously through Ihe 
"window'' on the screen. To stop the abrupt Jerk that occurs 
when the text restarts the first little bit Is rewritten at the end 
of the string giving a continuous How until the message is 
deliberately Interrupted. 

THE LISTING 

The program listing has three examples of the scrolling mes¬ 
sage. The actual messages are held In string AS and can be 
seen in lines 20. 50 and 175/176. The strings can be as long 
as you like, but make sure the DIM statement in line 20 Is as 
long as the longest string you use. 

I will explain the first example and leave you to follow the 
others. 


In line 20 AS is dimensioned and defined. When 
writing your message the last few characters should be 
the same as the first to avoid a Jump as the message 
loops back to the beginning. Repeat a length of message 
equal In length to the display window. 

Line 25 clears the screen. In many Instances you will 
want lo insert your message In a particular space on Ihe 
screen so you will not want this clear screen command. I 
have only put it In because I do not want the screen 
cluttered with whatever Is there when you RUN these 
examples (you will see that It is not In examples iwo or 
three). 

Line 30 sets Ihe variable values for the first example. C 
is the column and R Is the row of the start point of Ihe 
message on screen (remember to count from the top left 
of the screen). L is the length of the 'window' In which 
the message Is displayed. I) Is the delay constant, the 
bigger this Is the slower Ihe movement of the message. X 
Is set to 1 because It can be Icfl In an unknown state If 
the subroutine Is used more than once In a program. 
Finally M Is Ihe total length of the message - characters 
and blank spaces. 

Line 35 Is not really part of the tutorial. It Is Just a 
conventional static prompt before line 40 goes to the scrolling 
subroutine. 

Line 1 lOO Is the start of the subroutine. The POKE turns off 
the cursor so that It does not dicker dlstractlngly as Ihe 
message scrolls through. 

In Line 1120 the cursor Is positioned at Ihe start of Ihe 
message window and then In line 1130 a section of the mes¬ 
sage L characters long Is printed. 

Line 1140 Increments X by one. and If X Is greater than Ihe 
length of the message less the length of the message window It 
resets to the beginning. 

Line 1150 Is a delay that slows the message so it can be 
read. If you can read fast try setting D=1 In line 30. 

Line 1160 is the test condition for moving on to the next part 
of the program. I have Just used a test for any key press (see 
the articles in the last Iwo magazines), but you can put In 
whatever condition you wish. If no key Is pressed the sub¬ 
routine goes on to line 1 170 and loops back to line 1 120 where 
the message Is printed again bul one character lo the right. If a 
key Is pressed it Jumps to line 1180 where Ihe POKE turns Ihe 
cursor back on and control RETURNS to the main program. 

Example 2 is very similar to example 1. then in example 3 I 
have drawn a box and put a longer scrolling message in It. I 
hope this gives you some ideas for including this simple tech¬ 
nique in your own programs. If you want help with BASIC 
programming or wish to have your name forwarded to Mr 
Williamson in connection with the weather forecast program, 
write to me with a SAE. My address is 

Ian Finlayson. 60 Roundstone Crescent, 
East Preston, West Sussex, BN16 1DQ 
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CR 
DT 
XU 
CO 
OG 

yi a 

HW 9 


REM 

REM " TUTORIAL SUBROUTIRES ■ 

REM » SIMPLE SCROLLING MESSAGES « 
REM » by " 

REM » Ian Finlayson » 

REM »-« 

REM « NEW ATARI USER - AUG 1993 * 

REM 


AY 10 REM 

VT 19 REM »MH» FIRST EXAMPIE_ 

MX 20 DIM AS (160) : AS:' 

iKWICaHrC^KED'* 

XW 25 ? CHRS C 125) 

IK 30 C=i2:R=10:L=lO:D=20:X=l:M^00 
UO 35 POSITION 5,0:? "PRESS A KEY TO CONT 
INUE'* 

MR 40 GOSUO 1100 
ZO 49 REM »*N SECOND EXAMPLE 
T Z 50 A$="<<<<<<<PRESS ANY KEY TO END TMI 
S DEMONSTRATION<<<<<<<<<<<<<<<<<<<<<PR 
ESS ANY KEY" 

MJ 60 C=7:R=12:L=20:D=40:X=ltM=80 

MU 70 GOSUB 11 OH 

DO 79 REM »»« DRAW BOX FOR 3RD EXAMPLE 
UU BO DIM ROMS(131 
UY 90 RESTORE 10OO:READ A1.A2.A3 
DL 100 ROM$(l,l)=CHR$(Al)i*OR H-2 10 12:R 
OWS(R,R)=CHR$(02):NEXT R:ROWS<13.13)=C 
HRS(A3) 

DU 110 POSITION 11,14:? ROMS 
KX 120 RESTORE 1010:READ A1,A7,A3 
DR 130 ROWS Cl,13=CHRS(All IFOR R=2 TO 12:R 
0MSCR,R>rCHRS(A2> SNEXT R:ROMS(13,13)=C 
HRS (A3) 

ES 140 POSITION 11,151? ROMS 
LS 150 RESTORE 1020:READ A1.A2.A3 
DX 160 ROMS(1,1)=CHR$(Al)IFOR R = 2 TO 12:R 
OMS(R.R)=CHRS(A2):NEXT R:ROMS<13,13)=C 
HRS (A3) 

FQ 170 POSITION 11,161? ROMS 
TO 174 REM **« THIRD EXAMPLE 

LV 175 A$="<--<—THIS IS THE LAST EXAMPLE 
< TRY ONE OF YOUR OWN <— <— <— <— < — < 
— <—< — ♦♦♦♦■• 

CG 176 AS(ei,160>=”<-<—YOU CAN ADD IMPA 

CT AND ATTRACT ATTENTION TO PROMPTS-<- 
-<—<—< — <—<—THIS" 

LY 100 C-12:R=15:L=10:D=20:X=1:M=16O 
QV 200 GOSUB 1100 
NT 210 END 

JA 999 REM *»** DATA FOR BOX DRAM 
UB 1000 DATA 17,10,5 
VO 1010 DATA 124,32,124 
TY 1020 DATA 26,IS,3 

FT 1099 REM »**« SCROLLING MESSAGE ROUTINE 
OL 1100 POKE 752,1 
AT 1120 POSITION C.R 
DM 1130 ? AS CM,X + L) 

SM 1140 X=X*l:IF X>M-L THEN X=1 
ID 1150 FOR DEL AY=1 TO D:NEXT DELAY 
EG 1160 KEYPrPEEK (764) : IF KEYP0255 THEN 
POKE 764,255:GOTO 1180 
OX 1170 GOTO 1120 
UH 1180 POKE 7S2,0:RETURN 


GRALIN International 


5% 

uk> 


I* Summer Cartridge Sale 


Asteroids__£$99 

Ballblater.£495 

Barnyard Blaster £$95 
Blue Mu....... £495 

Caverns Of Mirs £$95 


£9.00 One-On One 

£4.50 Basketball ..£4*5 £4.oo 

£4.50 Paigo.£$99 £4.oo 

£9.oo Pole Position .......£$45 £4.50 

£4.oo Realsporu Football .£495 £4.oo 
£9.oo Rescue on Fractalus £$95 £4.50 
£9.oo Return of the Jedi £$95 £8.oo 

£2oo River Raid.£$95 £3.oo 

£4.50 Robatran: 2084 ...£$99 £4.50 


Ace Of Aces ....£$495 £12.50 Fmal Legacy .. .£$95 

Archcei.£$95 £4.50 Food Fight.£$95 

£5.50 Galuian.£$»5 

£4.oo Gau».£$95 

£4.50 llardhall .£495 

£4 00 Joust.£$95 

£4.50 Jungle Hunt ._.£t$95 

Crossbow.-£t495 £12.50 Kahoon.£*95 

David's Midmghi Lode Runner _..£$95 

Magic-£$95 £4.so Mastertype.£$95 £3.00 Star Raiders-£$99 £5.50 

Defender.£$99 £5.50 Millipede.£$95 £7.50 Star Raiders II.£$95 £4.so 

Define Invaders £+45 £4.oo Manic Command £495 £4.oo Super Breakout ...£$95 £2.50 

Demo Cartridge£t$o# £12.50 Moon Patrol ..— £$95 £4.50 Tennis.£495 £4.oo 

Desen Falcon—£$95 £4.50 Setrwnancer „.£4495 £12.5© Thunderfos.£$95 £8.oo 

Die Du* £$99 £4 <4 Please send cheaues/PO/IMO's to Gralin International, Dcpi 
Donkev Kau“ £$*9 £5 75 W3.11 Shillito Road, Partsione, Poole. Dona Bill2 2BN 
Donkey 7 Ko r 1 Jar £$ 9 * £7 5© PAP UK * *1 ECC £2.50 * 10% value of goods 
K-sxeS ... £495 £4 oo World - £5.00 ♦ 10% value of good. 


DUST COVER 
SALE 


We still have the following dust covers available for clearance 

ONLY £2 each! 

plus 50p per order postage 


ATARI 8-BIT 

600XL Computer 
000 Computer 
400 Computer 
810 Disk Drive 
XC11 Cassette 
1010 Cassette 
410 Cassette 
1027 Printer 
822 printer 

XMM 801/804 


ATARI ST 

1040ST(FM) 

520ST (FM) 

354 or 314 Disk Drivo 
2 x 354 or 314 slackod 
SMI24 Monitor 
SMI25 Monitor 
SC 1224 Monitor 
SMI225 Monitor 
XMM 801/804 


PRINTERS 


ALPHACOM 81 
AMSTRAD DMP 2000 
BROTHER HRS 
BROTHER HR20 
BROTHER M1009 
CITIZEN 120D 
EPSON FX80 
EPSON FX80 F/T 
EPSON FX85 
EPSON FX85 F/T 
EPSON FX105 
EPSON GX80 
EPSON LQ500 
EPSON LOBOO/sheet feed 
EPSON LQ2500 
EPSON LX80 
EPSON LX80 F/T 
EPSON LX86 
EPSON LX800 
EPSON LX2500 
EPSON MX80 F/T 
EPSON MX 100 
EPSON RX80 


EPSON RX80 F/T 
GEMINI 10X 
JUKI 5500 
MP165 
NEC P6 
NEC P2200 
PANASONIC 1080 
PANASONIC 1082 
PANASONIC KXP 1081 
PANASONIC KXP 1091 
PANASONIC KXP 1092 
PANASONIC 1180 
SEIKOSHA GP100 
SEIKOSHA SP1200A1 
SHINWA CP80A 
SHINWA MP135 
STAR LC2410 
STAR NB2410 
STAR NL10 
STAR NX 10 
STAR NX 15 
TAXAN KP810 


MONITORS 


CBM 1701 
FERGUSON CM14 
FIDELITY CM 14 TV 
PHILIPS 8501 


PHILIPS 8533 
PHILIPS MODEL 20 
PHILIPS CM8520 


Check your equipment today - if it’s not covered up 
get a dust cover before they are all gone 

REMEMBER ALL COVERS E2 each 
but please add 50p p&p per order 

Orders accepted by cheque, postal order, Access, Visa or Switch 
PAGE 6 PUBUSHING, P.0. BOX 54, STAFFORD, ST161DR 
Tel. 0785 213928 
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FOR SALE 


LYNX: Atari Lynx with 15 
games inc Warblrds, Stun Run¬ 
ner. California Games. Check¬ 
ered Flag Blue Lightning and 
Batman Returns. Also earner 
case, mams adaptor. ComLynx 
cable for two player link up and 
all instructions The lot for £250 
o.n.o Please phone James on 
0707 330393 

MEMORY EXPANSION: Yorky 
256k expansion box to fit 64k 
Atari 800XL. new. unused. £50. 
also Atari 130XE. XC12data- 
corder, joystick plus games 
(30.), £125 Contact Steve on 
0622 757338 

SOFTWARE & BOXES: Moun 
tain Kina ROM cartridge from 
CBS software complete with box 
and manual. Super Huey on 
disk completo with box and 
manual Also very rare boxes 
(without softwaro). Dragon Rid¬ 
ers of Pern. Pitstop II. Fun With 
Art. World Karate Championship 
from Epyx; Coconotes from 
CBS. BallWazor. Eidolon. Mo 
ward The Duck. Ghostbusters. 
Splndizzy from Activision Ninja 
(very rare Amoncan box) from 
Mastortronlc I don’t sell these 
items, I swap them with old Atari 
boxes or software made before 
1983 during the Warner Com¬ 
munications period Send me 
your proposition, I will answer 
you. Berthault. Plerre-Andre. 9 
Rue Do La Tour. 75116 Pans 
France 

MIXED BAG: 130XE. £50 
XC12 new & boxed, £10. 1027 
printer. £25: Midi Master II com¬ 
plete £15; Dlgl Drum II and Re¬ 
play disks. £8 tho set. Movie 
Maker. Video Title Shop. Turbo 
Basic. Transpack IV. all with 
manuals and/or instructions. £8 
oach post paid Books • 

Graphics Handbook. Games for 
tho Atari 400800 The Easy 
Guido to Your Atari 600/800XL. 
all £5.50 post paid, blank 5 25' 
disks qty 40 £12 post paid 
Disks Star Raiders II, Mercen¬ 
ary & Second City Pokey Play 
er: Atari User Issue 29. 34. 40 
55 as a sot. Alan User Library 
disks 24, 45. 35. 65 as a set. all 
tho above £3 post paid Also 
mixed bag of typed in games on 
disk, about 12 Contact Syd on 
0293 511708 (Crawley. Sussex) 

GOOD ORDER: 130XE. XCt2 
datacorder. all leads and manu¬ 
als. power pack, lots of car¬ 
tridges and cassettes, joystick, 
trackball. PAGE 6 mags £65 
o.n.o. A F. Surrey. 39 Luton 
Road. Faversham. Kent ME13 
SHQ.Tef 0795 535133 any 
time 

HARDWARE: 600XL. Atan 
1064 memory upgrade. 1010 
data recorder. 1050 disk drive. 
Philips portable b/w television. 
F.C.C. parallel printer interface. 
£150 o.n.o.; 130XE. XF551 disk 
drive. XC12 data recorder. 
XEP80 80 column display adap¬ 
tor and AtarlWnter 80. Philips 

80 monochrome monitor. £250 
o.n.o. Call 081 807 2258 for de¬ 
tails of the above and available 
software/applications or write to 

81 Kenton Road. Kenton. Har 
row. Middx HA3 OAH 


SURPLUS: Reducing large sys 
tern to more usable size 1 Meg 
XE. 256k XL 6 x 1050 s. 850 
1010. XC12 ponter interface 
etc etc Please send SAE to 
M G Rice, 29 Copse Road Ply¬ 
mouth. Devon PL7 3PZ or 
phone 0752 344650 

XL SYSTEM: 800XL (needs 

attention), two 1010 recorders 
(1 for spares only). 1050 drive 
with W P. switch leads and 
power pack phis 70 disks 5 car¬ 
tridges some cassettes, touch 
pad and paddles Also Atari 
User magazines June 85 to 
Apnl 88 (2 missing), lour from 
volume 4 and PAGE 6 issue 28 
onwards (2 missing). £75 Cash 
preferred Could deliver locaBy 
Phone Sue Thompson 0532 
870212 (Kippax area) 

XE SYSTEM: 130XE with XC12 
tape deck. Invitation to Prog¬ 
ramming 1. 2. 3. Easy Program 
mmg book. 5 games and a car¬ 
tridge also included. £95 Also I 
have an 800XL with tape deck 
5 games and a cartridge. £50 A 
joystick with each Phone John 
on (051) 523 9966 

XE SYSTEM: 65XE computer 
with 1050 disk drive fitted with 
US Doubler, joystick and over 
100 games. £110 Tel Sheffield 
306795 

XE SYSTEM: 130XE. 1050 
drive. 1027 LO printer. 850 in¬ 
terface (necessary if upgrackng 
printer), all manuals, joystick. 

Mini Office. VtsicaJc. Atan Writer 
Plus and several games. £100 
Phone 081 979 0856 Buyer col¬ 
lects (Hampton. Middx ) or pays 
postage 

COMPLETE SYSTEM: 130XE 
with parallel printer interface 
and Ultramon fitted. 1050 with 
US Doubler. 1050 with Happy. 2 
1010 recorders. 850 interface 
touch tablet with Atari Artist car¬ 
tridge. Voce Master. Pilot. Me 
rosoft Base 2 and Assembler 
Editor cartridges. Roplay car 
tndgo. Mapping The Atari book 
l also include around 50 casset¬ 
te games 1 5 original disks and 
a few PD disks Offers around 
£275 welcome I w* throw c a 
very old but fully working 800 as 
well Please contact by phone 
on (0522) 546145 Please leave 
your phone number with my 
HUMAN answering machine if I 
am not In or write with your offer 
to Ian Wiseman. 13 Swift Gar¬ 
dens. Lincoln LN2 4NA 

SOFTWARE: l have Tank Com¬ 
mander. Transmuter. ArkanoC. 
On Cue. Thrust. Storm. Powor- 
down. Gndrunner. K* start 
Zybex. Tanium. BCs Quest for 
Tires. Galactic Empire. Dam 
busters. Starfish, al ongmal 
cassettes A* 15 for £25 or any 
reasonable phee. highest bidder 
gets them, no spits Write to A 
Bontsema. Euvel^jnnerweg 10, 
9723 CT. Gromgen. Hoiand Or 
maybe swap cassettes for 
something else 

XE SYSTEM: 130XE. Compu 
terhouse controller card. 1050 
disk drive with read.-wnte switch. 
Happy US Doubler, joysticks 
lots of books, games, mags etc 
£150 o.n.o. Tel 0343 842283 


BOOKS ETC.: Atari 8-bfl books, 
magazines and some Osks for 
sale lo anyone viterested Send 
SAE for ist to J B Staff 22 
Gawsworth Close. BramhaX 
Stockport SK7 2B8 

MACHINE CODE SYSTEM: 
MAC65 assembler cartridge 
and manual. £40. Machine 
Code Tutor (2 cassettes and 
manual). £10. De Re Atan £10; 
Technical Reference Notes. 

£15; Machine language For the 
Absolute Beg*mer £4 Tel 0908 
671133 or wr«e to 56A Boss^ey 
Place Fshermead MAon Keynes 
MK6 2EG 

ST AND XL: 520STFM. mouse, 
joystick and 10 games. £125. 
800XL 1050 cksk drive, toads of 
software (games, adventures 
and senous) plus toads of 
books . £125 Phone 0932 
780767 

XE DISK SYSTEM: 130XE 
1050 dak drive M•» II music 
raerface joystick disk box 
some software and Wank disks 
many magazines m wnders. 

£110 ovno wdl detrver if be¬ 
tween Lees and Yorks Also 
Atan 400 and 410 recorder 
joystick, some software on tape 
and ROM 800XL with one key 
not working Offers Tel 0572 
770544 

PRINTER AND MORE: 1029 
dot matrix printer. £50 hardly 
used and many games on cas- 
sene, a bargain at only £1 • £2 
Many top titles For furthor intor- 
mabon pioaso phone Faisei on 
071 359 6924 on weekdays 
aftor 5 30 oral any time on 
weekends 

XL SYSTEM. 800XL. 1050 cksk 
drive. 1010 tape deck ptos old 
800 and 810 (ksk drive Soft¬ 
waro on cart. cksk and cassotte 
me Mick Master Replay Sam¬ 
pler Star Ranters Defendor 
Manuals books and mags me 
De Ro Atan and Mappmg The 
Alan Only £150 the lot Phone 
Paul on 0903 884073 after 5pm 

VARIOUS: SupraModem 2400 
plus Exceieot conckbon. under 
a year old. boxed with manual. 
ST lead, mams unit, vanous PD 
Comms software Has only 
been used tor 1 hour Reason 
tor sale • not my scene' Price 
£89. Software on cassette. 
Zybex. Mxax Force. Feud. 

Titan. Boulder dash IV. King of 
the Ring. Cosine Pirate Master 
Chess Space Rider Jet Pack 
Co BMX Simulator Despatch 
R<d©r. Chucfcie Egg. Thrust 
Atan Wntmg programs 1 & 2 * 
Atan joystick Sketch Pad and 
sample programs. HaidbaB. 
Tomahawk Gauntlet AB £2 
each or £15 tor the tot postage 
extra (heavy cassettes) Smash 
Hits 7. Atan Compilation A. £3 
each or £5 tor both plus 50p 
pAp Most of the games are 
withm one year old Tel Bright¬ 
on 0273 883630 or write to 
Darnel Baverstock 199 Mack* 
Avenue. Patcham Brighton 
BN1 BSE 


WANTED 


ADVENTURE WRITER: Or is It 

Adventure Creator? Cartridge 
required, must have decent in¬ 
structions but 11 either pay a 
good pnee or I might swap it tor 
something else If you can help, 
please contact Kevin Cooke. 35. 
Buddie Lane. St Thomas Exe¬ 
ter. Devon EX4 1JH 

MAGS: Okl ANTIC/ANALOG 
mags wanted Also PAGE 6 
mags issue 32 or earlier Disk 
not necessary Also want origin 
al copies of Basic XL. Basic XE 
and Microsoft Basic II - most be 
complete with manuals Write to 
Dave. Pen-Tyddyn. Capo! Coch. 
Llangefni. Anglesey Gwynedd 
LL7 7UR 

SUPERBASE: Wanted, a copy 
of Superbase 123 database 
program Phone Ashlord. Keni 
0233 645494 after 7pm or wme 
to Mr S Berry. 17 Old Pond 
Road Ashlord. Kent TN23 20X 

WANTED: Any ^formation 
manuals, usor guides, hand 
books on tho Indus GT tor Atari 
XE Also a power supply adap 
tor tor Indus GT Please contact 
Jack lies Tel Rickmansworth 
720756. 1 win pay any reason 
able price or cost involved 43. 
FuSer Way Croxtey Greon 
Rickmansworth Herts WD3 
3PL 

WORLD CUP MANAGER: 

Wantod on cassotto also Table 
Football W4I pay generously or 
swap I have a tow rare games 
Write 10 Simon Reoder. 8 St 
Peters Close. Bnmsworth. 
Rotherham. S Yorks S60 5NJ 

FUN WITH ART: Cartridge wan 
ted Good condition original in¬ 
structions wm pay good price 
and all Airmail postage costs 
Wnie to G T Lyons 304 Bay 
Street. Brighton Le Sands. 
NSW 2216 Australia 

SOFTWARE WANTED: Pre 

DP* II on tape The Froczor by 
Digcomm on disk Please write 
to Mr P.A Cde. 29 Frfflendon 
Close. Stanhope. Ashford. Kent 
TN23 2SX 


PEN PALSIHELP 


PROGRAMMERS: Are you an 
avid Atan programmer’’ Want to 
know more about your favourite 
machine? Or do you want help 
with graphics or sound for a 
game you’re writing'’ Then why 
not join The Atari Classic Prog¬ 
rammer s Club 1 Send SAE for 
further details to; ACPC. Pen- 
Tyddyn. Capei Coch. Llangefni. 
Anglesey. Gwynedd LL77 7UR. 
Wales 


ST OWNERS: I am looking 10 
start up a (ksk magazine to 
enter into the public domain No 
money is involved whatsoever. 

If you have any ideas, prog¬ 
rams. pictures, articles, reviews 
etc. which you would like to pot 
in the catalogue then please 
send them (preferably on disk) 
to A Marsh. 1 Underhill Cot¬ 
tages. Peene Nowmgton. Fol¬ 
kestone. Kent CT18 8BE 

THE GRIM REAPER: Issue 10 
now available tor your XL/XE 
To receive a copy send a disk 
and SAE to TGR. 17 Litton 
Bank Gamesley. Glossop. 

SKI 3 9HF TGR will not run on 
810 drives 

CONTACT: I own a 65XE and 
1050 drive with doubler chips I 
would hke to mako contact with 
other users with a similar setup 
Please write to: Jeffrey Michael 
Foster. 57 Ripley Close. Sal¬ 
ford. M5 4BY 

TWAUG: Tyne and Woar Atan 
Use* Group A bi-monthly nowtiet 
te* end disk for tho Alan 8 bit com¬ 
puter The newslettoi consists ol 
32 pages fuB of articles. rev*ws 
and many useful hints end tips 
For further information, write to 
TWAUG P O Box 8. Wallsend. 
Tyne & Woar. NE28 600 

PENPALS: Wantod to swap 
games, tips etc. I havo quite a 
largo amount of games mainly 
sport sims and arcade adven¬ 
tures Write lo Simon Rooder. 8. 
St Peters Ctoso. Brlmsworth. 
Rothorham. S Yorks S60 5NJ 

HELP: Somoono wantod who 
can leach mo assomWy Ian 
guage or can someone gtvo mo 
some sort of documentation 
about this typo of programming, 
Everybody’s welcome, maybe 
we can start a sort of oxchange 
assembly club or such What ya 
think? Write to A Bontsema. 
Euvelgunnerweg 10, 9723 CT, 
Gromgen Holland 

MANUAL: Could anyone holp 
with getting tho manual of tho 
Panasonic KX-P 1081 primer, 
also looking for somo sparo 
parts tor this printer such as tho 
paper lever for holding down tho 
paper and something that used 
to bo on the pnnter but I don’t 
know what (I found the pnnter) 
Writo to A Bontsema. Euvel¬ 
gunnerweg 10. 9723 CT. Gro- 
rogen. Holland 

PRINTER HELP: I have a 
Citizon 120D* pnnter and am 
not sure III havo set it up cor¬ 
rectly Has anyono got any 
notes they are willing to offer on 
how to do this? In particular how 
to use with AtanWriter Plus. 
Please write to Diane Heyes. 

13. Verna Street. Ramsbotlom, 
Nr Bury. Lancs BL0 9HZ 


CONTACT 1a FREE of charge and may be used by any 
genuine Atari enthualaat for contacting other ownera. Any 
notice may be included except thoae offering aoftware only 
for sale or exchange or thoae offering Itema for aale com 
mere tally. The Editor reserves the right to omit or edit any 
notice received at his discresion. If space la tight, notices 
may be shortened and addresses may be omitted with only 
telephone numbers being published. 

Send your CONTACT notice to CONTACT. PAGE 6. P.O. 
Box 54. Stafford. ST 16 1DR. Please write your notice on 
a separate ah eet of paper, not as part of a letter. 

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ... 


Issue 63 - New Atari User 








THE ACCESSORY SHOP 


ISSUE 63 


ALL NEW SOFTWARE! 

m h ■ p m a We are pleased to present dozens of items whic 

| I I r £X t hare not been featured before in the Accessory 

_ A ...... _ Shop and there's more to come in future issuet 

UEa' Another cracking flight sim from MIcropro*® Set ™ , . ...... . / 

in World War II. this challenging simulation will ” e ve 1,1 Vested in this stock to help support yoi 

see you sent on missions to Cologne. London Atari over the coming year and we are relying 

n&rl ° n ** * uppori *~p the **»/w 

_ 1 scenarios, head to head combat for one or two high! 

players. Spitfire Ace comes from the writers of 
l™**^*"^ ■ F-15 Strike Eagle and Silent Service so you know 

it's going to be good. 

OUR PRICE £5.95 


CASSETTE 

ONLY 


We are pleased to present dozens of items which 
have not been featured before in the Accessory 
Shop and there's more to come in future issues. 
We've invested in this stock to help support your 
Atari over the coming year and we are relying 
on you support us. Keep the Atari Pag Pying 
high! 

REMEMBER - 
MAKE A COMMITMENT 


WIZARD OF WOR 


ROM 

CARTRIDGE 


Descend Into the Dungeons with your 
squadron of Worriers to battle a host of 
monsters both visible and invisible and the 
Wizard himself. Survive the changing pat* 
terns of mazes, fight in the arena, the Wor- 
lord Dungeon and the Pit. Can you defeat 
the Wizard of Wor?Recommended by John 
Sweeney In a past issue of NAU. 

OUR PRICE £6.95 


O’RILEY’S MINE 



CASSETTE 
AND DISK 


Help O'Riley dig deep underground In search of 
coal, oil, gold rubies and diamonds in the out* 
back of California. Great dangers await In the 
mine and various unknown creatures have been 
disturbed by O'Riley's digging but they can bo 
killed by dynamite. This Is of course If you can 
place it correctly. It you don't you could blast 
through to a subterranean river in which you will 
surely drown. 


OUR PRICE £4.95 


BARNYARD 

BLASTER 

Get yourself a light gun and have 
some fun with some roal down- 
on-the-farm target practice. 
There's critters, bottles and var- 
mits everywhere in the barn, in 
the yard and out on the cornfield. 
If you can't hit the moving 
targets you can play havoc with 
the veggies. If you get hold of a 
light gun then Barnyard Blaster 
is fun all the way. 

ROM CARTRIDGE 

OUR PRICE JUST £5.95! 


RAMPAGE 

It’s rough and tumble all the 
way as you control three in¬ 
credibly nasty characters 
which bear a remarkable re¬ 
semblance to King Kong, 
Godzilla and Wolf-man 
through an orgy of destruc¬ 
tion In Chicago. New York 
and San Francisco. You have 
150 days of destruction in 50 
different cities. Time for 
some revenge! 

DISK ONLY 

OUR PRICE £3.95 


RUFF AND REDDY 
IN THE SPACE ADVENTURE 

Ruff and Reddy have agreed to test Professor Flipooodles Pocket Rocket. At Mast 
off something goes terrlMy wrong and the rocket spms wfWfy out of control, 
heading off Into deep space. H crash lands on a planet mhaMted by small Mue 
aliens. Some of these have been lost on another planet and the only way that Ruff 
and Reddy will escape is to find the missing aliens. Great cartoon fun with 
excellent graphics. 

CASSETTE ONLY OUR PRICE £2.95 


SHANGHAI 

One of the most addictive and 
most relaxing games of solitaire 
is Shanghai, based on the classic 
Chinese game of Mah-Jong. The 
object is simply to remove all the 
tiles by matching pairs which can 
be slid out either right or left. It's 
so simple that you might wonder 
where the challenge is, but the 
144 tiles can be laid in an almost 
Infinite number of ways and you 
will never play the same game 
twice Can you beat your last 
score? You will want to try again 
— and again. 

DISK ONLY 

OUR PRICE £3.95 


TOUCHDOWN 

FOOTBALL 

Yes It's real American football on 
your Atari with great 3-D graphics 
and animation for 1 or 2 players. 
Choose offensive or defensive play 
and be ready to run hard. Don't 
worry if you don’t know the rules, 
as everything is explained. Your 
players are controlled by the joys¬ 
tick which gives eight types of 
move depending on the type of 
game you are playing. It will take a 
while to master but when you are 
up and running the adronallne will 
be running high! 

DISK ONLY 

OUR PRICE £3.95 


YOGI BEAR & FRIENDS 
IN THE GREED MONSTER 

Yogi's Treasure Hunters receive a call from Top Cat saying All the 
toys In the world have been stolen*. It’s their job to find out what has 
happened to them. Excellent graphics, animation and cartoon tun 
make this a great addition to your collection. Reviewed In New Atari 
User and highly recommended. 

CASSETTE ONLY OUR PRICE £2.95 
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More new software 


TEMPLE OF APSHAI 


CASSETTE 

ONLY 


A classic role-playing game in which you 
can explore 200 rooms trying to discover 
up to 80 treasures. You will meet skele¬ 
tons, zombies, spiders and wraiths on 
your travels and you must choose whether 
to fight or flee or bargain for weapons and 
treasure. This graphics based RPG is of 
intermediate difficulty for ages 10 to adult. 


OUR PRICE £5.95 


RESCUE AT RIGEL 


CASSETTE 

ONLY 


A role playing game set in the science 
fiction universe of Starfleet Orion in which 
you must find your way through a maze of 
corridors, chambers, graveshafts and tele¬ 
portals to try and rescue 10 of your col¬ 
leagues taken prisoner and held in a maze 
like alien moonbase. This real time game is 
different every time you play and is recom¬ 
mended for ages 10 to adult 

OUR PRICE £5.95 


CANYON CLIMBER 



CASSETTE 

ONLY 


Picture yourself at the foot of the Grand Ca¬ 
nyon with the Colorado river at your feet with 
the only way out up the sheer walls. You will 
need to keep your wits about you as you 
climb, for mountain goats, savage Indians 
and flying birds will all try and knock you off 
the sheer cliff face. You have dynamite 
though and If you can place It just right you 
might, just might, get to the top 

OUR PRICE £3.95 


DATESTONES OF RYN 



CASSETTE 

ONLY 


More role playing adventure In the Dunjon- 
quest series in which you are working against 
the clock to recover the Datestones of Ryn 
which have been stolen by a band of rogues. 
This game Is In real time so it's a 20 minute 
race against the clock to find the blaggards 
and recover the stones. It's a different game 
every time you play so if time runs out you 
can try another day. 


OUR PRICE £5.95 


CROSSFIRE 

You are alone In a deserted 
city surrounded by alions who 
shoot lasers from every direc¬ 
tion. Your movements are con¬ 
fined but you haven't given up. 
If you are to survive you'll have 
to concentrate on where the 
shots are coming from other¬ 
wise you’ll be caught in the 
CROSSFIRE. One of those fair¬ 
ly simple yet highly addictive 
games. 

CASSETTE ONLY 

OUR PRICE £2.95 


THE E FACTOR 


The E factor represent* the amount 
of time fha energy source* on the 
planets In our galaxy will last. Many 
planets need emergency fuel cap¬ 
sules delivered If they are to sur¬ 
vive. You must plot the Interplanet¬ 
ary course and guide your craft 
through the quadrants filled with 
obstacles such as space mines, 
alien fighters and spinning aster¬ 
oids. Can you complete a mission 
and deliver your energy crystal be¬ 
fore another planet calls on your 
services? 

DISK ONLY 

OUR PRICE £3.95 


THE COUNT 


One of Scott Adam's famous 
graphic adventures In which 
you awake in an antique brass 
bed In a dank, desolate castle. 
It soon looks like you are 
going to meet a certain toothy 
Transylvanian Count who goes 
by the name of ... Dracula! Will 
you escape or become one of 
the living dead? An adventure 
with full graphics, moderate 
level for ages 10 to adult. 


DISK ONLY 

OUR PRICE JUST £2.95! 


ARCH0N 

A unique battle combining ele¬ 
ments of fantasy with the strate¬ 
gy of the chessboard. Your men 
represent the forces of good and 
evil and when they each occupy 
the same square the board 
bursts Into life with banshees, 
goblins and sorceresses. They 
cast spells, throw flames, even 
take on each other's shapes and 
characteristics. You can play the 
Ught or the Dark either alone or 
with another player. A totally uni¬ 
que gamo. 

ROM CARTRIDGE 

OUR PRICE £7.95 


ESCAPE FROM D00MW0RLD 

A three stage arcade space game in which you must first find the 
energy cells, key, map and rocket then fly your ship to pick up the 
scientists stranded on Doomworld, Finally you must locate and 
pick up three bombs that will destroy the planet and the aliens 
who were responsible for the capture of the scientists. An enter¬ 
taining arcade romp. 

DISK ONLY OUR PRICE £3.95 


SNOKIE 


In the frozen north lives a little known race called sno-birds'. highly 
Intelligent creatures that are good at lumping but who cannot fly. The 
particular bird In this arctic romp is called Snokie and he has been 
separated from his girlfriend Cara by evil grodies who are holding her 
prisoner In a deep snow cave. Can you help Snokie find her? 1 or 2 players, 
animated graphics, high speed or normal play with seven time controlled 
game phases. 

CASSETTE ONLY OUR PRICE £2.95 


KING OF THE RING 

Well, you see. Marry there ain't been too many boxing games on the Atari 
but this one s a real cracker. Guide your boxer through training and fight 
preparation to grab a chance at the World Championship. There are up to 20 
opponents. 8 rounds per contest and If you can win just four fights you get 
the chance to fight for the title. It s thrills and fun all the way In this unique 
combination of strategy and arcade action. 

CASSETTE ONLY OUR PRICE £3.95 


S.S. ACHILLES 

An alien life-form has breached your star ship's security systems 
and is growing at an alarming rate. Can you keep the toxic fungus 
and its fast travelling spores at bay while you salvage what you 
can from the ship? You must keep vital corridors open and check 
the scanners for new growth, but above all you must ensure that 
vour escape route to the shuttle is kept open. 


your escape route to 

DISK ONLY 


shuttle is kept open. 

OUR PRICE £3.95 
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YOURS FROM ONLY 95p EACH INCLUDING POSTAGE 

Prices start at £1.95 each and reduce according to how many you buy ... and 
you can mix these with our regular cassettes shown on the inside front cover 
A/oiv you have OVER 40 cassettes to choose from! 


TWILIGHT WORLD 

Entor me Iwlight Wortd Equipped w«h m* 


AZTEC CHALLENGE 


can b* cMm with up to ft of opvtti 

An entertaining dhreralon for Mw who aka 
wonl game* 


QUEST FOR ETERNITY 

r a your cKanca lo become an Overt*rd of *u 
Univara* It a ftma lo lake Ha mi farfure 


SCREWBALL 

You ore Screwball and you have 60 aaconda 
change the cotour of all the aque.ee that M 
round you Menacing you al m* Una era Via 
Black Buga, and they aura are moon They a. 


MOUNTAIN BIKE RACER 


LEAPSTER 


CLOAK OF DEATH 


CHUCKIE EGG 

Who d have thought a country farmyard could 
bo eo airaaafuP Vou muat collect all the egg. 
before the neetiet get out and eat up all your 
com aeelch out lor the crory duck - If ah* gala 
out of the cage, you're In real troubta* Vou muat 


DEATH RACE 

Drive al apaoda of up lo 100 mph through town 
and country, day and nfght. lo overt*** the »0 
tare that loft you Bulled on the etartmg grid 
four reaction* will need lo be like lightning ae 


THRUST 


rn* rear a t one* i* about to launch a mayor often 
area agamal the IntergaHttic Empire They have 


MORDON’S QUEST 

The advantura lake* plac* over many 


STACK UP 


ONE MAN & HIS DROID 


ASTRO DROID 

Alone you muat Uka on the might of th* Ref- 
den a mega mveelon ehlp Th* target la Earth 
and you are th* only Bung In th* way A* th* 
moat daatructiv* machine ki tha known gela.y. 
you have th* ability to transform into an mvlol 
bi* attack hghler You. wit. and fir* power are 
th* onfy thing* that will win th* day! Deatroy or 


SOME TITLES ARE IN SHORT SUPPLY SO PLEASE SELECT A FEW ALTERNATIVES 
Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All prices are Inclusive of postage 


CHECK THE INSIDE FRONT COM FOE MOTHER 20 CASSETTES TO CHOOSE FROM! 
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Some new ... some old ... 


THE ETERNAL DAGGER 


DISK 

ONLY 


A highly recommended follow up to 
Wizard’s Crown, this fully graphics based 
fantasy role playing game will keep you 
entranced as you battle through the wilder¬ 
ness in search of the enchanted weapon 
that alone can save the folk of Middle 
World. Full of magic, mystery and intrigue 
this is one of the best adventures on the 
Atari. 


OUR PRICE £6.95 


BATTALION COMMANDER 



CASSETTE 

ONLY 


An exerting real-time tactical game with you as 
lieutenant colonel in charge of an entire 
armoured battalion. Choose from five different 
scenarios from a training mission against a 
Soviet tank battalion to tough assignments 
against the Chinese. You can adjust the relativo 
strengths of your forces and the opposition and 
choose from 40 different terrain maps and five 
different scenarios. Enough variety to last for 
years' 

OUR PRICE £4.95 


QUESTRON 


DISK 

ONLY 


A fantasy adventure with full graphic play set In 
a magical world. The book of Ouestron enclosed 
will tell you of its History. Tales and Monsters as 
you, a mere surf but appointed by the king as 
Defender of the Realm, explore an unknown 
world. If you can find Mantor and steal his Book 
of Evil Magic your task will be done but that Is a 
long way away both In time and travel. Train and 
fight hard and you will succeed. 


OUR PRICE £5.95 


TRAILBLAZER 



DISK 

ONLY 


A classic 3-0 game in which you control 
your ball on an ever changing grid rushing 
towards you at breakneck speed. Keep an 
eye on the task set and try to avoid the 
chasms on either side. Hard to explain, but 
great fun to play with superb graphics, this 
is one of the classic games on the Atari. 
For 1 player or 2 players together with spilt 
screen action. 


OUR PRICE £3.95 


FIELD OF FIRE 

From the sands of North Africa and 
tha baachas of Normandy to tha 
brldgas of Tha Roar and tha forasts 
of Tha Ardannas you'll laad Easy 
Company Into tha crucial battlas of 
World War II. This flna tactical aimu- 
lation Is historically accurals and 
raqulras good planning and sxacu- 
tlon to racraata or altar history. To 
halghtan tha rsallsm and Immadlacy 
during play, spacial attention has 
been given to tha Hi-Res colour 
graphics and lively sound effects. 


DISK ONLY 

OUR PRICE £6.95 


PACMAN 

What can you say? Surely one of 
the all time arcade classics that 
should be In everyone's collec¬ 
tion. A game that can be played 
by adults -end children alike with 
equal fascination. Very few of 
these ROMs are left now and 
your collection Is not complete 
without this all time classic. 
Soon It will be gone forever. 


ROM CARTRIDGE 

OUR PRICE £6.95 


TRIVIAL 

PURSUIT 

The classic board game translated 
to tha Atari with added question 
power. Now you can answer ques¬ 
tions presented with music and 
graphics as wall as straight text. An 
Ideal family game or one you can 
play on your own. Over 3.000 ques¬ 
tions and all tha mechanics of tha 
game taken care of by tha compu¬ 
ter. Trtvta has never bean so much 
fun and has never been available 
before at this price! 

DISK ONLY 

NOW ONLY £2.95! 


PANZER 

GRENADIERS 

In this exciting solitaire wargsme you 
make the decisions lor s regiment ot 
the elite armoured Infantry attached to 
the Panzer Grenadiers. Your forces 
also include mortar, artillery, Panzer 
IV. Panther and Tiger units. The Rus¬ 
sian enemy la directed by tha compu¬ 
ter which will fiercely challenge you 
with its own complement of infantry, 
tanks and anti-tank guns. Three levels 
of difficulty, joystick control, hires 
graphics 

DISK ONLY 

OUR PRICE £7.95 


DECISION IN THE DESERT 

Take command at the Battle of El Ala- 
mein. You can lead either side M this 
accurate simulation from the creators 
of F-t5 Strike Eagle 

CASSETTE 

OUR PRICE £5.95 


STAR RAIDERS II 

The original Star Raiders updated with 
better graphics and sound. A great fol¬ 
low up fo an all time classic that set 
new standards 

ROM CARTRIDGE 

OUR PRICE £7.95 


DECISION IN THE DESERT 

Take command at the Battle of El Ala 
mein. You can lead either side In this 


of F-t5 Strike Eagle 

DISK 

OUR PRICE £6.95 


MIG ALLEY ACE 

An aerial combat simulation set In 
Korea with 30 graphics, cockpit In¬ 
strumentation. different skill levels and 
much more 

DISK 

OUR PRICE £6.95 


COLOSSUS CHESS 4 

Claims to ba the beat chaaa program of 
all. The writers of Sargon III would dls- 
agree. but there is no doub this Is a fine 
chesa simulation particularly for adv¬ 
anced players 

CASSETTE ONLY 

OUR PRICE £3.95 


BLUE MAX 

Everyone must have heard of this 
World War Two 3-0 flying game We no 
longer have the ROM cartridge but this 
classic can be yours on disk dirt cheap! 


DISK ONLY 

OUR PRICE £2.95 


SUN STAR 

The Sun Star Is the fastest and most 
powerful craft ever built and you must 
pilot It to recover crystals from the 
solar grid. A slightly different game 

DISK ONLY 

OUR PRICE £2.95 


FS2 SCENERY DISKS 

WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT £9.95 EACH 
- PLEASE PHONE 
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GAMES 


ZAXXON 

One of the all time classics for the Alan, Zaxxon set 
new standards with its unique 3 dimensional battle¬ 
field and great graphics 

CASS OUR PRICE £2.95 

TAIL OF BETA LYRAE 

Our A-Z o! Atari Software series says "The ultimate 
Scramble' clone with superb graphics and music * 

A great horizontal scroller 

CASS OUR PRICE JUST 95p 

FIGHT NIGHT 

Fight Night brings you all the thrills of the boxing 
ring as you face the most brutal fighters ever in five 
separate battles. 1/2 players. 

ROM OUR PRICE £7.95 

SPEED HAWK 

One of Atari's last games for the 8-bit can now be 
yours at budget price? A smoothly scrolling arcade 
game In which you must defend the nng worlds of 
your solar system from pirates 

CASS OUR PRICE £2.95 

NATO COMMANDER 

You are commander of Nato and your task «to 
defend Europe from Soviet invasion Top class 
graphics, five scenarios 

DISK OUR PRICE £5.95 

PANZER GRENADIER 

A wargame of German armoured infantry on the * 
Eastorn Front Five historical simulations, ski* 
levels, joystick control, graphics 

DISK OUR PRICE £7.95 

NIBBLER 

Slinking through an unknown land Nibbler finds 
himself in an iridescent world of constant change 
As time grows short his body grows longer and he 
risks running into himself Can he survive? 

DISK OUR PRICE £1.95!! 

KENNY DALGLISH 
SOCCER MANAGER 

The ultimate in football management games Every¬ 
thing you could ever think of is included m a football 
management simulator • stunning top-notch full col¬ 
our graphics and a fun-packed game design. 

CASS OUR PRICE £2.95 

JINXTER 

An adventure from Magnetic Scrolls, the team that 
set new standards in adventure design Requires 
1050 or XF551 drive 

DISK OUR PRICE £7.95 


JEWELS OF DARKNESS 

Three superb, classic, adventures with full colour 
graphics Choose from Colossal Adventure. Adven¬ 
ture Quest or Dungeon Adventure as you take on 
the challenge of the mythical worlds created by 
Level 9 The Premier collection nicely packaged 
with a 64 page book 

CASS OUR PRICE £5.95 

LANCELOT 

Level 9 recreate the time of wizards and the 
Knights of the Round Table «i a three part adven¬ 
ture spanning the complete saga of the quest for 
the Holy Grail. Superbly researched and superbly 
written this text adventure is full of atmosphere and 
highly recommended 

DISK OR CASSETTE 

OUR PRICE £5.95 

ZORK 1 

One of the most famous adventures of all time 
Classic Infocom in the original box and packaging 
A real bargain' 

DISK SUPER PRICE £2.95! 

US FOOTBALL 

American Football is now a big craze in this country 
and you can now play at home Outsmart the 
defence, make tackles, select plays and more. 

ROM OUR PRICE £7.95 

EASTERN FRONT (1941) 

The classic war simulation by Chris Crawford that 
astounded Atari users when it was released Based 
on Operation Barbarossa on the border of Russia 

ROM OUR PRICE £6.95 

SUPER BREAKOUT 

Breakout was the original simple yet totally addic¬ 
tive game and this onhanced version wi* provide 
even more addictive fun Needs paddles 

ROM OUR PRICE £3.95 

ONE ON ONE 

Play basketball with two of Amonca's lop players in 
this great sports simulation which features realistic 
offensive and defensive moves 

ROM OUR PRICE £7.95 

CAVERNS OF MARS 

Winner of one of the first Atari programming com¬ 
petitions. this was one of the first vertical saollors 
and remains much sought after LAST FEW WITH 
OUT BOX BUT WITH FULL ORIGINAL MANUAL 

DISK LOW PRICE £4.95 

MAXWELL’S DEMON 

A simple yet challenging puzzle game which will get 
you totally addicted In fact two games m one for 
double the fun 

DISK OUR PRICE £1.99 

MR ROBOT & HIS 
ROBOT FACTORY 

One of the most famous platform games that has 
you running and jumping over everything *1 sight A 
realty classy game 

DISK OUR PRICE £1.95 

STRANGE ODYSSEY 

At the galaxy's nm. there are rewards aplenty to be 
harvested from a long-dead alien civilization Fabu¬ 
lous graphic adventure 

DISK OUR PRICE £4.95 


APPLICATIONS 


LETTER WIZARD 

For those who need a little more sophistication in a 
word processor. Letter Wizard gives you all of the 
features you would expect 

DISK NOW ONLY £5.95 

INVITATION TO 
PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require Invitation To Programming 1 

CASS OUR PRICE £2.95 

MUSIC PAINTER 

An exciting educational program that helps to teach 
music by using colours instead of notes. For chil¬ 
dren or adults alike 

DISK OUR PRICE £7.95 

BASIC CARTRIDGE 

Some programs, especially some early public do¬ 
main programs wont run on the XL/XE but thoy will 
if you plug in the old version of Basic 

ROM OUR PRICE £3.95 


EDUCATION 


JUGGLES RAINBOW 

A first computer experience for children aged 3 to 6 
that teaches the concepts of above, below, lefl and 
right plus letter recognition 

DISK OUR PRICE £5.95 

JUGGLES HOUSE 

Another tor 3 to 6 year olds teaching tho concepts 
of msido. outside, upper and lower with Juggles' 
House and Toy shelf 

CASS OUR PRICE £5.95 


BOOKS 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out of print 3 years ago and wo 
have been searching for a replacement ever since. 
We are absolutely delighted to have found more 
stocks of one of the best beginner s books evor 
published 

REDUCED PRICE £4.95 

ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges covering adventures in general and show¬ 
ing how you can write your own adventures 

OUR PRICE £1.50 

WRITING STRATEGY 
GAMES 

If you are fed up with simple arcade style games 
but are not sure of the maths required in writing 
thinking games like chess here is a book that will 
help you out. 

OUR PRICE £1.50 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 0785 213928 USING VISA, ACCESS or SWITCH 
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Paul Rixon’s 


WORLD 



THE STRANGE 
WORLD OF 
ALTERNATIVE 
LANGUAGES 

In the last instalment of PI) 

World we examined the subject of prog¬ 
ramming languages and specifically fo¬ 
cused on the 'mainstream' packages 
such as Basic, C and Modula-2. This 
time we're going to look at a selection of 
more specialised languages, some of 
which are well know-n In I he academic 
and scientific worlds. The languages may 
be different but you can rest assured 
that all the programs have one thing In 
common - they have been critically 
assessed by Page 6 to ensure they meet 
the demanding standards of the ST Lib¬ 
rary. If a disk's not brimming with good 
quality and value, you won't find It here! 

OOPS! 

One subject that's currently a hot' topic 
for discussion In the computing media Is 
object oriented programming, or OOP for 
short. As the breakthroughs In comput¬ 
ing technology continue to push hard¬ 
ware components to their limits, human 
programmers may find It increasingly dif¬ 
ficult to cope. A method is required to 
simplify the representation of coding 
problems so that the complexities of en¬ 
tire systems are masked by a number of 
smaller modules, each of which can be 
maintained In their own right. XLISP is 
an experimental programming language 
merging some features of the more gener¬ 
ally recognised LISP language with OOP 
extensions. XLISP has been designed to 
aid research into OOP techniques using 
various small computers - In the past, 
versions have also been produced for 
MS-DOS. Macintosh. Amiga and CP/M 
machines. 


Many traditional LISP functions are pro¬ 
vided within XI.ISP and. in addition. 
XLISP provides a data type known as 
object'. An XLISP object consists of a 
structure containing a pointer to the ob¬ 
ject's class (or object type) and an array 
containing the values of the object's inst¬ 
ance variables (Information about the ob¬ 
ject). Officially, there Is no way to see 
Inside an object (look Internally at the 
values of Its Instance variables) so the 
only way to communicate with the object 
is to send It a message. The way In which 
the object acts upon the message it re¬ 
ceives - and thereby produces the desired 
result - is independent of the surround¬ 
ing program code and should therefore 
be very’ easy to comprehend and main¬ 
tain - well, that's the theory- anyway! The 
documentation Is quite extensive but It 
assumes some knowledge of LISP and a 
basic understanding of OOP techniques. 
A standard version of LISP, known as 
Common Lisp and given the abbreviated 
title C-LISP. Is also available. 


NO ICONS 

Despite Its title. ST ICON has abso¬ 
lutely no connection with Icons - In fact 
It's not particularly graphical at all! ST 
Icon Is a high-level programming lan¬ 
guage with many facilities for processing 
strings and lists. It supports many data 
types Including variable-length strings, 
lists, sets and tables with all their associ¬ 
ated access methods. ST Icon also has a 
goal-directed evaluation mechanism (or 
so we re told!) that allows concise prog¬ 
ramming tasks to be formulated easily. 
Some of ST Icon's features are compara¬ 
ble to a language called SNOBOL4. which 
is more widely known. Possible applica¬ 
tions Include text analysis and genera¬ 
tion. document formatting, symbolic 
mathematics and artificial Intelligence. 
Developed by the Icon Project at the Uni¬ 
versity of Arizona. ST Icon is produced 
for free distribution and entails no licens¬ 
ing or restrictions of use. As with X-LISP 
there is certainly no lack of supplied 
documentation and commercial publica¬ 
tions are also available on the subject. 

Not one for beginners this, but those with 
an interest In programming styles will 
find It quite intriguing. 


SPORTING 

STRIPES? 

No. this has nothing to do with Lotus 
Cars - ELAN 1 Is actually a language 
developed In 1974 by a group at the 
Technical University 
of Berlin as an alternative teaching lan¬ 
guage to BASIC, and subsequently 
approved for use In German secondary 
schools. Elan Is Intended to teach the 
subject of systematic programming tech¬ 
niques - top down programming using 
suitable control structures and data 
structures, bottom-up programming 
using procedure and type declarations, 
plus a number of related programming 
styles such as recursive, modular and 
syntax-directed programming (phew!). If 
these terms are unfamiliar don’t worry 
too much as Elan -1 promises to help you 
discover exactly what they mean! As with 
most language disks the documentation 
does not tell you how to program - It 
assumes the reader has a good know¬ 
ledge of general programming methods 
and concentrates on the special features 
of the language. The manual starts with 
an example session, inlroduclng the 
reader in a hands-on fashion to I he use 
of the Elan programming environment. 
The second part commences with an 
overview of the full Elan language In the 
form of annotated syntax diagrams. Tills 
leads on to a description of the user In¬ 
terface of the programming environment 
and then several more ambitious exam¬ 
ples. For those who want to learn more, a 
commercial reference has been pub¬ 
lished. 


PROLOG 

There are several other languages In 
the public domain which are aimed pri¬ 
marily at those who are already familiar 
with, or are currently studying, the sub¬ 
ject matter. PROLOG, for example, 
contains no documentation other than 
brief installation notes (a full manual is 
supplied but written in German). The 
user is referred to Clocksln and Melllsh s 
book Programming in Prolog'. The ST 
version Is said to conform closely to that 
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described in this book so anyone with 
knowledge of Prolog should not encoun¬ 
ter problems. There are various sample 
programs Included so you should at least 
be able to gain some Idea of how It works. 
Similarly, FORTHMACS Is a version 
of the Forth language based around the 
famous Emacs text editor. The author 
claims 

the program Is virtually bug free, having 
spent four years working on different Im¬ 
plementations. Instructions comprise an 
Emacs guide and a list of Forth keywords 
- but no Introduction to the language, so 
the acquisition of an appropriate manual 
must he considered essential. 


OH NO, IT’S 
IN GERMAN! 


If all else falls, you may consider an 
attempt to decipher the German Instruc¬ 
tions supplied with certain public do¬ 
main.disks. If this Is the case, a utility 
disk named TEXT TRANSLATOR 

may prove to l»e rather handy. The disk 
contains an upgrade to the translation 
package TXLat which originally appeared 
on an earlier library disk. There are two 
main programs - one providing a brute 
force' word for word translation of an 
ASC II file from a foreign language Into 
English, and one helping to update the • 
system's dictionary file. The package Is 
aimed at users who have no knowledge of 
the language from which they are trans¬ 
lating. It simply replaces words In the 
source file with their English equivalents, 
according to a dictionary listing stored 
elsewhere. The program makes no 
attempt to re-arrange words where the 
rules of grammar differ between English 
and the source language - the context of 
each word Is Ignored. Although this Isn't 
Ideal. It's surprising how much Informa¬ 
tion you can glean from Instructions that 
would otherwise be Incomprehensible! 

A fairly large German dictionary Is sup¬ 
plied. though the software has been de¬ 
signed to allow the easy expansion of 
existing dictionaries and the creation of 
new ones for any language. A very com¬ 
prehensive instruction file Is provided on 
the disk (written In English, of course!!. 
The software will operate on a 520ST 
with one doubled sided disk drive but 
this configuration may prove frustrating 
when it comes to editing dictionaries - 
certain documented bugs may also be 
encountered. Apparently the author Is 
now working on a translator for binary 
files so that German programs can also 
be converted. Sounds interesting! 


GFA HELP 

Now for an update on last issue's delve 
Into mainstream' languages. Users of the 
commercial system GFA BASIC can now 
get even more assistance following the 
release of THE ULTIMATE GFA 
DATABASE It s not actually a data¬ 
base program but rather a collection of 
references to articles in disk magazines. 
ST Formal and GFA User. The article text 
Is not on the disk Itself but you are direc¬ 
ted to the publication which may have 
the answer you've been searching for. 


A CENTURY! 

Believe It or not. the Page 6 ST library 
will shortly be topping a total content of 
one thousand disks! If >-011 receive the 
regular Library’ Updates you will know 
that a new’ PD catalogue Is being pre¬ 
pared and. as a result, some early disks 
arc due to Ik- removed from the library’. 
Until August 31st members of the PAGE 
6 ST Club can purchase any of the first 
500 disks at the ridiculously generous 
price of £1 each (subject to a £5 mini¬ 
mum order), whilst non-members should 
also order their requirements as soon as 
possible to avoid future disappointment. 
At present details of the library re-shuffle 
are unknown but this could Ik- your last 
chance to obtain some of the great prog¬ 
rams featured in past PD World columns. 


NO WINNERS 

Finally, an announcement regarding 
last issue's mystery competition. The 
fabulous prize of six weeks holiday for 
four In Bermuda was on offer to the first 
person who spotted that the Sobozon C 
compiler should In fact have been refer¬ 
red to as the Sozobon C compiler. Unfor¬ 
tunately no entries were received by the 
closing date - shame about that! 


ST 

SITUATIONS 

VACANT 

Due to the departure or demise of a 
couple of STs we need a couple of 
people to take over the PD WORLD 
column and do some ST games 
reviews 

You need to be able to write reviews 
(it is not as easy as it might seem) 
and you have to want to do it for the 
love of it. or the buzz of seeing your 
name in print, as we cannot pay the 
going rates for freelance journalists. 
What you will get is loads of free PD 
disks or a few free bits of ST soft¬ 
ware. Not all of it will be good but 
you might end up with rather a nice 
collection for the cost of a few 
thousand words of comment. That’s 
not so bad is it? 

If YOU are the right ST person to 
take over PD WORLD or write some 
reviews, drop us a sample review 
and we'll see what happens 

Write to Les Ellingham at 
PAGE 6 Publishing, P.0. BOX 54, 
STAFFORD, ST16 1DR 

SUPPORT YOUR ST 


HOW TO GET THEM 


disks featured in PD World can ba obtained from the PAGE 6 ST library. When referring to e 
specific disk please use the unique reference code for identification. A printed catalogue 
describing all the library disks in detail is available from PAGE 6 at a cost of £1.95. refundable 
against the first few disks ordered. This includes a copy of THE PAGE 6 CATALOG DISK which 
Is otherwise priced at £1. The disks featured this Issue are: 

ST30 ST ICON LANGUAGE ST657 PROLOG 

ST32 XUSP VI.7 ST710 C-USP 

ST 157 FORTHMACS ST766 TEXT TRANSLA TOR 

ST227 ELAN 1 PROGRAMMING LANGUAGE ST824 THE ULTIMATE GFA DA TABASE 

Prices tor standard disks are £2.95 each or £2.50 each for five or more 
but prices are lower for members of the PAGE 6 ST Club 
Write to PAGE 6. P.O. Box 54. Stafford, ST16 1DR 
Telephone 0785 213928 with credit card orders 
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FlightSimulation 



I 've tried several Space Shuttle simulation programs over 
the years, but on the whole I've found them disappointing. 
They seem to concentrate on simulating procedures rather 
than action, and for some reason rarely exploit the Atari sound 
and graphics capabilities. Perhaps Orblter will prove the excep¬ 
tion? 

It's actually a fairly ancient program, dating from 1986. This 
was the year Space Shuttle Challenger exploded shortly after 
lift-off killing the whole crew, so the program's authors dedi¬ 
cated Orblter to their memory - a thoughtful touch. It's supplied 
on two single sided disks and runs on any Atari STIE) with at 
least 5I2K memory and a colour TV/monitor. Two disk drives 
are supported If you have them. The package also Includes a 74 
page Instruction manual Iwritten for the Apple Macintosh ver¬ 
sion). a supplementary Atari Instruction sheet, and a quick 
reference “ sheet listing all the program 's commands. 

Orblter has a number of scenarios Including training, de¬ 
ploying and retrieving satellites, rendezvousing with and repair¬ 
ing satellites, and variations on these themes. You can choose 
the type of mission you'd like, or let Mission Control decide. You 
can also choose which mission phases you'd like toJly - launch, 
orbit (Including the main mission task), and landing, or any 
combination of these. 


SYNTHESISED SPEECH 


I was pleasantly surprised to hear synthesised speech over 
the title screen - a promising sign, even though the speech 
sounds rather "robotic". In fact speech Is used throughout the 
simulation, representing the voice of the Mission Controller who 
literally talks you through the mission. Unfortunately there's not 
much else In the way of sound - speech, engine noise, and the 
odd bang and ping Just alx>ut cover the program 's sonic reper¬ 
toire! 

The programmers have obviously tried very hard to make this 
simulation as detailed as possible, and have included a vast 
amount of the Shuttle's instrumentation and controls. In fact. 

there are far too 
many control panels 
and computer dis¬ 
plays to show 
onscreen at once with 
any clarity. This prob¬ 
lem has been solved 
by dividing the ST's 
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monitor screen Into Jour "windows " Into which you can load t 

your choice oj panels, displays, or even the view outside the • 

Shuttle. The only problem Is knowing which panels you need / 

when, but you learn this with practice. _ 

You can select a training mission to begin with, which steps 
you through all the tasks Involved In launching the Hubble 
Space Telescope and returning sajely to Earth. Mission Control 
provide step-by-step Instructions, both spoken In that rolxttlc 
style voice and displayed on one of the Shuttle's computer 
display screens. There's also additional Information available 
In the Instruction manual. Once you've got the hang of things 
you can move on to "real" missions. 


ROBOTIC ARM 


In addition to launch, orbit, and landing procedures you also 
have to handle various mission specific tasks. This can Involve 
deploying satellites using the Shuttle's Remote Manipulator 
System, a robotic arm designed for lifting satellites Into and out 
of the cargo bay. You may also have to find and re/xtlr malfunc¬ 
tioning satellites: or capture them, load them Into the cargo bay 
and return them to Earth. You could even be asked to add new 
modules to a space station, which may Involve a space walk 
using the strap-on Jetpack system known as the Manned Man¬ 
oeuvring Unit. There are also various hazards (such as fires) 
and Shuttle malfunctions (like engine failures) to contend with. 
Most problems can be dealt with by pressing the appropriate 
button, but some simply cause the mission to end abruptly - 
usually with your Immediate demise. Very frustrating, as you 
have no control over this. 

Orblter sounds complicated, but seems to require very Utile 
real skill to use. Almost everything has been automated, so 
your role consists mainly of loading appropriate programs Into 
the Shuttle's onboard computer and pushing buttons to Initiate 
automatic procedures. True, you can perform some tasks (e.g. 
landing) in manual mode, but for me even this didn’t boost the 
Interest level much. 

Although the Instrumentation graphics are quite well handled 
there’s not much else to see. You can look through the Shuttle’s 
windows and get an occasional glimpse of a satellite, the Earth, 
the Moon, and a few stars (which Inexplicably change position 
In a crazy, random way). The graphics for these are crudely 
drawn and very poorly animated. The landing phase graphics 
are particularly disappointing - I'm sure I've seen l>etter results 
on a Sinclair ZX8I! 

Orblter has done nothing to change my view of Shuttle simula¬ 
tors. It's certainly more comprehensive than anything I've seen 
before, but It’s still really just a complex procedure simulator. I 
just didn't get that feeling of real Involvement In the action - 
there's nothing to give you that buzz of excitement you get from 
using a good flight simulator, for Instance. Poor graphics 
obviously don't help, and nor do frequently aborted missions 
through random failures beyond your control. In fact It doesn't 
take much for the program to become frustrating and boring to 
use. Regrettably. I can't really recommend Orblter - it's likely to 
be of interest only to confirmed Shuttle freaks! 
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ST GAMES 


OH, YES 



J ust when you though It was safe 
to no back to your computer! A 
huge number of ST owners must 
have become seriously addicted to the 
original Lemmings and had that addic¬ 
tion fuelled by Oh. No. More Lemmings! 
but. Just as most of you have finally 
fought the temptation to try one more 
time, along comes whole tribes of 
Lemmings! 

Surely they can’t make three games out 
of the same idea? Well, it all depends on 
how many changes are made to the con¬ 
cept and I can tell you that Psygnosls 
have made such significant changes that 
you are sure to become addicted once 
again. This time, there Is so much depth 
to the game that your addiction is liable 
to become much more serious. No matter 
how difficult you thought the original 
Lemmings, this Is seriously harder. 


ALL OVER THE WORLD 

In Lemmings 2 Tribes there are not only 
a dozen different worlds to explore and 
save the tribes In. but also a whole host 
more Lemmings to contend with. I don't 
mean more In numbers but more Lem¬ 
mings with more skills than ever before. 
You will also find some of your past 
friends missing on many screens, espe¬ 
cially the most useful of all. the Blocker. 


In this new game there 
arc several ways of 
blocking the advancing 
hordes but they are 
much more subtle. 
Gone are the days 
when you could pul a 
couple of blockers 
either side of the 
advancing army and 
leisurely figure out 
whut to do. There Is 
however pause (or 
■paws’! mode and I 
highly recommend 
that you use It on each 
new level to give your¬ 
self a chance. 


WE CAN DO ANYTHING! 

The Lemmings now are divided Into 
groups with various allied skills and so 
we now have eight Lemmings with diffe¬ 
rent Wind Skills, eleven with various 
Ground Removing Skills, seven with dif¬ 
ferent Building Skills, half a dozen with 
Shooting Skills, ten sorts of Movement 
Skills and another ten with skills that 
don’t fit a particular category. AH In all. 
that’s a lot of different types of Lemming 
to remember! Luckily you can practice 
before trying to save lives for real, and 
you can pick eight different types per 
tunr which you can use on a choice of 
four practice screens. Practice really is 
essential to see just how each of the 
skills Is used. For example Club Bashers. 
Fencers. Bashers and Miners all cut 
through the landscape ahead but they all 
do it In a slightly different way and It is 
important to know which one to use. 

Any skill can be given to any Lemming 
as before but some of the skills are tem¬ 
porary and some are permanent so you 
do need to plan ahead and try and re¬ 
member which skills have been given to 
which Lemmings. The Lemmings are big¬ 
ger and more animated than before but. 
even so. it is still hard to figure out which 


is which when there are 60 or so running 
about! 

As complicated as It Is to remember 
each skill, things can gel even harder 
when certain skills require outside influ¬ 
ence as well. Take the Wind Skills for 
Instance. Here you can have Ballooners. 
Surfers. Twisters and Parachuters who 
will all do the obvious but who will only 
progress In the right direction If you use 
a fan lo blow them along. Careful use of 
the fan Is essential If you want to make 
use of these skills before they disappear. 
Twisters can. for example, be blown Into 
the ground to make tunnels but as soon 
as they leave the ground their skill Is lost 
so you need that practice screen once 
again. 


NOW IT’S FOR REAL! 

Let’s suppose that you have practised 
all of the skills - that Is all 52 of them! - 
and you want to start saving some lives. 
You now have a choice of twelve different 
lands to play In. arranged on a map in 
similar fashion to Disneyland with each 
radiating from a central spiral. Of course 
the aim In each land Is the same, to save 
all the Lemmings, but this map Idea adds 
a great deal of variety to the game and is 
more challenging than simply reaching 
level 56. or whatever, on one standard 
playing field. The aim In each level is to 
pick up a Gold Talisman by saving all of 
the Lemmings. If one or two die along the 
way then you can make do with a Silver 
or Bronze Talisman instead but once you 
have figured It out you are sure to want 
to go back and try the screen again to get 
that Gold. The objective is to save at least 
one Lemming from each tribe through 10 
levels of his world picking up a piece of 
the Talisman as you go. Pieces of the 
Talisman are taken to the central ark to 
be Joined with other pieces. If you can 
complete all the levels In all twelve lands 
you will have formed the complete Talis¬ 
man which lets all of the Lemmings 
escape from the island. Some chance! 


Issue 63 - New Atari User 



s 

T 


F 



IT GETS HARDER! 

As hard as II Is lo remember whal all 
Ihose Lemmings can do. things arc made 
harder by the fact that only the number 
of Lemmings saved on one level can be 
taken to the next. If you Just about 
scrape through one screen you are un¬ 
likely to have enough Lemmings left to 
conquer the next so you need to keep 
playing a level until they are all saved. 
Once A level Is completed you can play It 
again, return to the map to choose 
another land or save the game. The last 
option seems sensible or you will find the 
hours slipping away and dawn breaking 
outside! 

The other thing that makes life difficult 
is that you cannot choose what skills 
your Lemmings can have. On each level 
you are allocated a select number of 
skills and the number of Lemmings that 
have each skill. You will often find that 
skills you could really use are not avail¬ 
able and not enough Lemmings with a 
particular skill to go round. On each level 
the skills and numbers are carefully 
chosen for you so that, used correctly, 
you can solve the puzzles. Make one mis¬ 
take though and you will run out of a 
skill Just when you need it. In this case 
there is no option but to Nuke the lot. as 
before, only this time they will each 
scream out as they are blown to bits! If 
you carefully study each level (use that 
pause mode as soon as they drop 
through the trapdoor) then you can work 
out just where and when to use the skills 
you have, but several levels do appear to 
have a number red herrings so it is not 
always obvious. 

BETTER ALL ROUND 

One of the refinements, and presumably 
one of the reasons that Lemmings 2 will 
only work on 1 Meg machines. Is the 
addition of sampled sound to the pro¬ 
ceedings. Great fun can be had by just 



listening to what Is 
going on. If a Lem¬ 
ming falls to his 
death, a piercing 
death yell will be 
heard. If he just 
falls and stuns him¬ 
self. an Owww Is 
muttered as he lies 
In a heap with stars 
twirling around his 
head. A few seconds 
later he will l>e up 
and running. The 
best sound of all 
though Is the 'Yip¬ 
pee' as a Lemming 
reaches the exit. 

Sixty Tlppee. yip¬ 
pee. ytppee's In a 
row. however can 
sound a mite 
strange! 

Almost every 
aspect of the game 
has been Improved 
over the previous 
versions from the 
variety of skills 
available, to the 
graphics in the 
various worlds, to 
the variety of puz¬ 
zles. There Is much more music, added 
sound efTects. many more levels and bet¬ 
ter animation than before and Lemmings 
2 will have you more hooked than ever. 

Cancel all your engagements, tell the 
lads you can't make It to the pub. be¬ 
cause you are going to be saving Lem¬ 
mings almost every night of the week. 
Unless of course it drives you completely 
up the wall because it Is so damned 
hard! 

Games like this shouldn't really be 
allowed or. at least should have warnings 
about the degree of addiction likely to be 
encountered. There is no government 
warning on the box. though, so 
approach It carefully If you are the type 
that gets easily addicted. 

Yes it's a real cracker. 


*Seriously 
addictive 9 


LEMMINGS 2 
the TRIBES 

Psygnosis 

£29.95 

Reviewed by Les EUingham 
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MUSIC 


WITH YOUR ATARI 


THE ALBATROSS 

John S Davison’s has 
made good progress on 
the ambitious project 
started last issue 


I n I lie last Issue I began telling you the story of how my 
friend Derek West and I are using our Atari STs to 
publish sheet music for The Albatross. This. If you re¬ 
member. Is a march originally written for the RAF bands by- 
composer Greta Wllens. which didn't get published through 
her normal channels. At the end of the last article the hand¬ 
written score for the 21 part band arrangement had been 
entered Into Notator. our chosen software package for the 
venture, and we were about to start experimenting with print¬ 
ing. This article describes the fun and games we had trying to 
get the music onto paper In saleable form. 

To produce printed music your printer has to be capable of 
working In graphics mode. Music contains lots of curved and 
sloping lines and edges, so a high resolution mode Is needed 
for good results - the higher the better. Low resolution results 
in jagged edges and stepped lines which Just Isn't good enough 
for professional use. Ordinary 9-pin dot matrix printers oper¬ 
ate at 72 dots per Inch, which is inadequate for our purposes. 
9-pin microfeed and 24-pin printers push this to 180dpi. 
which is Just about acceptable. For truly professional looking 
output you really need a laser or Ink-Jet printer operating at 
300dpi or more. Our original plan was to use my Star SG-10 
9-pin microfeed model for the whole job. but then we decided 
we’d use this Just for the basic layout and proofing work, then 
borrow or hire something better for output of final masters 
from which the band copies could be produced. 



Notator is supplied with a large number of printer 
driver files, known as "printer adaptations”. But guess 
what? There's no Star SG-10 adaptation provided. 
However, there Is an editing facility for customising the 
supplied adaptations to suit any printer, so al worst we 
could build one ourselves. 


DIP SWITCHES 

Before doing that the manual suggests you try all of the 
supplied adaptations for your make of printer In case 
one of them works anyway. We did. and they didn't. The 
SG-10 Is Epson compatible so we also tried various 
Epson drivers, but all we succeeded In doing was driving 
the printer crazy with data streams It couldn't under¬ 
stand. Just before It became totally demented we re¬ 
membered .DIP switches! A quick check established 

they were set Incorrectly for what Notator was trying to 
do. Once corrected we found the Star NL-10 microfeed adapta¬ 
tion supplied produced good results with the SG-10. The only 
trouble was that It took about ten minutes to print oul a page 
of music, which was far too slow when you're experimenting 
and need quick turnaround. So. we switched to my 9-pln IBM 
Pro Printer which Is about twice the speed, but again had to 
waste time finding a suitable printer adaptation. 

As described In the last article we Initially entered only the 
"bare bones* of the score, l.e. the basic musical notation 
without any performance symbols or text. Initial tests pro¬ 
duced very encouraging results - the music looked clean and 
clear on the printed page, both for the full score and the 
Individual Instrumental parts which we extracted from It. 

There were a couple of problems though - the 21 staves of the 
conductor's score wouldn't fit onto an A4 page, and Notator 
wasn’t labelling the staves with Instrument names In Ihe 
traditional way. It positioned them above each staff Instead of 
In Ihe left margin In front of It. Hmmmin!...we decided to press 
on and solve these problems later. 

The next step was to add performance markings to the basic 
music notation. These Include such things as slurs and phrase 
marks: staccato dots: ’hairpins" to Indicate crescendo/decres- 
cendo effects: text symbols for dynamics (pp. mf. fT. etc.); 
repeat bar markings: rehearsal marks: and so on. We also 
needed to add text for the title, credits, and copyright notice. 
Instrument name subtitles also needed adding to the top of 
Individual Instrument parts. 

Adding performance markings Is easy with Notator - Just 
point and click on the symbol you need, point and click where 
you want It positioned, and It's there. If It’s the wrong size you 
can stretch or shrink It. and even alter the curve of phrase 
marks or the angle of the hairpin lines for the best aeslbelie 
effect. You can then slide the symbol around with great accur¬ 
acy for final positioning. Notator really Is excellent in Ibis area. 


TEXT PROBLEMS 

Adding text caused us headaches, but as with most things 
once you know what you’re doing It’s easy. Notator comes set 
up with one Internal text font In three sizes, and at 72. 180. 
and 300dpi resolutions for use In screen display and the three 
main types of printer. These can be scaled to produce several 
additional sizes, but as they're bit-mapped fonts the results 
tend to be less than professional looking. 

To get round this you can also load in up to 13 additional 
GDOS bit-mapped fonts. Our version of Notator (SL 3.16) 
provides two main text fonts (Helvetica and Times Roman 
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Two pages from the final laser printed score reproduced here at Just over 40% actual size. 
On the left Is the full arrangement for the conductor and right Is the part for Oboe. Twenty-one 
such parts, one for each Instrument, have to be produced 


equivalents) plus supplementary symbols and chords fonts In 
the three required resolutions. The text fonts are supplied In 
10. 12. 18. and 24 point sizes and may also be scaled, but with 
the same limitations as the Internal font. 

We chose 18 point Times Roman for the main title and 10 
point for everything else, and after much headscratching and 
manual studying found out how to correctly load and use 
them. You can also apply variations to the basic font - making 
It bold, underlined, boxed. Italic, etc. We put this to good 
effect, for example by using a bold 18 point title, and boxed 
bold 10 point for Instrument names on the Individual Instru¬ 
ment parts. 

There then followed a period of extreme frustration. We tried 
to get the main title, composer’s name, and arranger's name 
centred on three lines at the top of the first page of the score. 
This Just would not work - we'd get It nicely positioned on the 
screen, but the layout was completely messed up when printed 
out. We eventually got the printout looking right by trial and 
error - sliding the text Items around relative to each other on 
the screen until the printout came out correctly. But the 
screen layout then looked completely wrong. What's more, the 
required screen positioning seemed to be completely different 
on every Instrumental part. This was crazy - whatever hap¬ 
pened to WYSIWYG? After much messing around we eventual¬ 
ly hit on the answer. We’d missed the vital fact that you can 
ask Notator to automatically justify the text you enter - It can 
be left, right, or centre justified on its line. Once selected it 
looked right on the screen AND in the printout every lime. Ever 


felt like a complete Idiot? This was one of those times! 

PAGE LAYOUT 

The next stage was to get the Instrumental parts nicely laid 
out so they could be easily read by the musicians. Notator lets 
you choose the number of bars of music to be printed on each 
line. This is a good starting point, but doesn't take the number 
of notes In each bar Into account. Sometimes there's only one 
note, but there could also be dozens. In the latter case the 
music could become unreadable, with the notes crammed 
tightly together. Notator's print preview mode gives you a 
rough representation of the whole page layout and lets you 
quickly shuffle bars from one line to another until the layout 
looks right. The performance markings don’t always move 
correctly though, so a little editing is also sometimes neces¬ 
sary. In spite of this the feature is extremely useful, avoiding 
the need for lots of trial printouts. 

One essential task was to print copyright notices on each 
sheet. After our months of hard work we wanted to discourage 
people from simply photocopying it. Unbelievably. Notator 
doesn't include a copyright symbol, not even In the suppleme¬ 
ntary symbol set. so we had to use straight text. I had prob¬ 
lems positioning It too - each Instrumental part Is spread over 
two pages, but didn’t fill the second page. Notator wouldn't let 
me put the text at the very bottom of the second page - it had 
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to go under the last line of 
music, which was a pity. 

So. with everything done we 
printed out some sample parts 
on the IBM ProPrinter and 
Derek took them away to try 
out with the St. Neots town 
band. He returned with bad 
news. The music was too 
small for the musicians to 
read comfortably. 

Aaaaarrrrgggghh h lihlff 
We’d already noticed that 
Notator produces different 
sl/ed output on different 
makes of printers, but none of 
ours (Star, IBM. or Panasonic! 
produced quite the required size. For experimentation we then 
borrowed an IBM 4019 laser printer from a friend, and once 
again went through the process of finding the correct printer 
adaptation. This time we were lucky - although Notator didn't 
have an IBM 4019 adaptation. It did have one for a Hewlett 
Packard LaserJet. The 4019 has an HP LaserJet emulation 
mode, and the adaptation worked OK with this. 

We then had to rethink the fonts, as to fully exploit the laser 
printer we needed 300dpl fonts. These lake up a lot of memory 
In the ST. and sure enough when we tried to load 300dpl fonts 
AND the full score we got the dreaded "No Memory" message. 
However, there was enough available for handling Individual 
Instrumental parts at 300dpi. 

THE IBM TOUCH 

A few quick tests showed the IBM laser printer produced 
superb quality output at the right size. After a little re-editing 
of the layout we tried to print the first Instrumental part. And 
guess what? Our page of output was far too big for the 4019‘s 
memory - It only had 512K. which was fine for general use but 
not enough for full page graphics at 300dpi! It’s expandable up 
to 3.5MB. but we weren’t about to spend the serious money 
required for this. Was there no end to the hassle? 

After more headscratchlng we decided It ought to be possible 
to run the laser printer at 150dpi resolution, using Notator’s 
IHOdpl fonts. We even found an HP LaserJet printer adaptation 
ready made to do this. And It worked! True, the printout wasn’t 
as nice as 300dpi. but It was the right size and perfectly 
usable. At last, we were getting somewhere. But there was still 
a slight snag. Notator insisted on printing each page TWICE 
and sometimes threw In a couple of blank sheets for good 
measure - that’s four pages for every one we requested! We 
knew the printer was OK. as it worked fine with other software. 
The software supplier s help-line people are now Investigating, 
but we don’t have an answer yet. 

It was now- time to solve the two problems with the conduc¬ 
tor’s score. How could we format and size It so it fitted onto an 
A4 page and still remain readable, and also position the In¬ 
strument names In their traditional places? We didn’t want to 
use larger size paper so that left only two options - squash the 
staves closer together or make the printout physically smaller 
somehow. The first option is easy with Notator: using the 
mouse you Just drag each stave to the required distance from 
the one above it. We tried this, but on printout the page looked 
unacceptably cramped. So. it had to be smaller output (after 
we’d spent ages making It bigger for the instrument parts!). 

Notator has a "miniaturise'’ setting, which reduces the size of 
any or all staves to about half size. Using this the score fitted 


easily onto A4 with room to 
spare, but I thought It was too 
small to be useful. Derek soon 
dispelled these fears however, 
saying it was perfectly adequ¬ 
ate for conducting from. Prob¬ 
lem solved. 

The instrument name prob¬ 
lem was harder to crack. 
Notator has a margin facility 
so you can leave blank space 
on the left of the staves, but 
there doesn’t seem to be an 
obvious way of putting text 
into it. As with the copyright 
symbol problem 1 find It very 
hard to believe that Notator’s 
authors left out such a basic requirement. Perhaps there’s 
some arcane way of doing It we haven’t discovered yet? 

The brilliant idea of transferring a IMG file from Notator to 
the TlmeWorks 2 desktop publishing package and adding the 
text there failed when TlmeWorks wouldn't read Notator’s .IMG 
files for some unfathomable reason. In desperation we settled 
for a very messy two-pass printing approach. We printed the 
Instrument names down the left-hand side of the page with 
TlmeWorks. then put the paper through the printer again and 
printed the score (with a wide left hand margin) using Notator. 
Hopefully the staves lined up with their associated text. At the 
lime of writing we still haven't perfected this, but we re nearly 
there and should be able to produce the final master sheets 
soon. 

PRACTICALITIES 

But now we have a new set of problems • how to produce 
something practical from the masters. Separate A4 sheets are 
no use on a music stand, they have to be bound together so 
they don’t fly about or get out of sequence. Each Instrumental 
part Is two pages long, so the obvious solution Is to photocopy 
the A4 masters side-by-side onto an A3 sheet then fold It In 
half to make a two page A4 booklet. 

The conductor's score Is rather more difficult. It's ten pages 
long so we ll have to photocopy pairs of A4 masters onto A3 
sheets, fold them down the middle, then staple them together 
to make a ten page A4 book. We re also including a title page 
produced with TlmeWorks to add the finishing touch. To com¬ 
plete the package the score and parts will be put Into a neat 
plastic wallet to ensure everything stays In good condition 
when not in use. 

We re now forming a music publishing company, provisionally 
called Albatross Music, to market the finished product and are 
about to mailshot bands likely to be Interested In adding The 
Albatross to their repertoire. In the highly unlikely event that 
anyone reading this would like more details, please contact 
Derek West on 0480-219035. 

So. Notator and the ST finally proved themselves up to the 
task we set them. Many of the problems we hit were of our own 
making, but we were still a little surprised at some of the 
(generally minor) deficiencies we found in Notator. Just goes to 
show - you have to use a software package on REAL work to 
find its limitations. 

It’s taken many months of hard work to get to this stage, and 
all we need now is to sell a few copies of the music so Greta’s 
creation can get the public performances it deserves. I'll be 
happy if we cover our costs. We might even make a profit, but 
I'll believe that when 1 see it! 
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HAVE YOU GOT YOURS YET? 

THESE GAMES HAVE BEEN WRITTEN FOR YOU 
GIVE THE WRITERS YOUR SUPPORT NOW 


ENIGMATIX! E= 


A superb new arcade game which will prove a challenge to even 
the most seasoned player. Control the bounce of a ball to jump 
onto various platforms and find the exit, picking up points on the 
way. Sounds easy? What if some of the blocks disappear after the 
first bounce? What if some of the blocks are uni-directional 
bouncing you back the way you came? What if some blocks have 
to be used as lifts to reach inaccessible areas? Add to all that 
reverse control on some screens and 32 levels of increasing 
difficulty and you have a game that will challenge you to the limit. 
If you do manage to beat all 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your own. 

DISK ONLY Price £6.95 
EXCLUSIVELY FROM PAGE 6 


★ Smooth horizontal and vertical 
scrolling 

★ Excellent music 

★ One or two players 

★ Access to any level already 
completed after every 4 levels 

★ Level editor to design your own 
games 


A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 


PAGE 6 is proud to be 
able to bring you these 
two superb new releases 
for the XL/XE. There are 
still a number of programs 
being released for the XU 
XE but we have always 
been extremely selective so 
you can be sure that neiv 
programs from PAGE 6 
are of the highest stan¬ 
dard. ENIGMATIX is the 
first major program from 
a British programmer for 
some time and we are 
proud to make it avail¬ 
able. 

To order these products 
use the order form en¬ 
closed with this issue or 
telephone your order to 
us on 0785 213928. We 
accept Visa, Master¬ 
Card and Switch 


A BRAND NEW XL/XE ROM CARTRIDGE! 

EXCLUSIVE TO PAGE 6! 




Yes. believe it or not. we have tracked down a brand 
new ROM CARTRIDGE for the XL/XE from Undaaoft 
in Italy who have produced this in conjunction with 
Atari Italy. 


HYPNOTIC LAND is a version of the massive ST hit 
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the first 
few levels and have you coming back for more • again and again! 

The aim in HYPNOTIC LAND is to redirect mineral elements in the form of coloured balls into the 
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp 
to redirect a ball into an adjacent column. Remember to only put green balls into the green cup 
and so on. It seems easy but once you have mastered the first level, some despicable monsters 
start to appear to try and steal the balls. You can shoot them with the joystick but don’t forget you 
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which 
can go in any cup and give bonus points. 

HYPNOTIC LAND requires skill, concentration and quick reflexes. Can you manage it? 

Like all the great classics a simple concept that has provided the foundation for a stunning and 
addictive computer game 

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XL/XE machines 

A BRAND NEW ROM for E12.95 
















WITH ORDERS OF £15 OR MORE 


Yes, a ROM CARTRIDGE absolutely free if you order software 
from The Accessory Shop that comes to £15 or more (excluding 
postage). Designer's Pencil is a graphics and sound based 
programming language that anybody can use to create great 
pictures and sound on the Atari - even if you haven 7 got a clue 
how to program in Basic! It could give you hours of fun and a 
great sense of achievement when you create something really 
good - and it won 7 cost you a penny! 

Claim your free copy of DESIGNER'S PENCIL 

when you spend £15 or more on your next order 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 
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ZORK I DISK ONLY 

The Infocom classic and the adventure game that changad tha way 
all futura advanturaa were written Tha Gfaat Underground Emplra 
of Zork la wall documantad by now and thousands of playara hava 
become addicts graduating to Infocom * mora difficult advanturaa. 
Zork I la tha Idaal Introductory lava! advantura for baginnara or 
thoaa with a llttla experience. If you hava navar vanturad under¬ 
ground bafora now la tha time to try, It's navar been cheaper to 
expand your universal Classic original Infocom packaging with 
excellent manual and a map. 

OUR SPECIAL r\r\ QCl 
OFFER PRICE 


SOME SUPER BARGAINS! 




TRIVIAL PURSUIT 

The most famous board game of all time on your Atari! 
Trivial Pursuit on your Atari takes on a new dimension - 
not only are there questions to answer but graphical 
puzzles to solve and tunes to guess, sometimes played 
backwards! Over 3,000 questions makes Trivial Pursuit the 
ultimate quiz experience for family and friends 

DISK ONLY 

A SUPER PRICE - JUST £2.95! 

THE TAIL OF BETA LYRAE 

Our A-Z of software says "The ultimate Scramble clone 
with superb graphics and music. This humdinger of a 
horizontally scrolling shoot em up was written by Phillip 
Price with music by Gary Gilbertson. They later went on to 
write the Alternate Reality games". One of the few original 
classics, right up there with the top arcade games of all 
time. Give you eyes, your ears and your reactions an 
unforgettable treat! 

ON DISK JUST £1.95! 

ON CASSETTE ONLY 95p! 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 

SUPER SPECIALS 


MAXWELLS DEMON 

Chech out the review In Issue 49. Paul Rlxon found this 
simple game to be quite addictive and at this price can 
you afford not to become addicted! H a a different typo 
of game, more In the Tetris mould than an arcade game. 
It sure makes you think and the prloe won t break you If 
you don't get fully hooked. 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.95 

MR ROBOT & HIS ROBOT FACTORY 

One of the most famous of platlorm games that has you 
lumping over fire, running over breedmllls and bombs, 
climbing ladders, sliding down poles and more with 
some great graphics. Master all 22 screens If you can 
and then create your own lor neverendlng fun. This la 
what platform game# are all about. 

DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST £1.95 

ZAXXON 

One of the all time classics for the Atari, Zaxxon set new 
standards when first Issued and was copied many 
times. Pilot your craft across the unique 3 dimensional 
battlefield shooting enemy fuel tanks, anti-aircraft tanka 
and missiles before launching off through space for the 
ultimate conflict with a mighty robot - few have got this 
for! Zaxxon. often copied, never bettered and NEVER at 
this Incredibly low price! 

CASSETTE Recommended price 

ONLY £9.95 on cassette 

SUPER SPECIAL JUST £2.95 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6. P.O. BOX 54, STAFFORD, ST16 1 DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 




















